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y, A multi-level shoot 'em up based on aspects of all 
three LETHAL WEAPON movies. You can choose 
to be either one of the two high fire-power cops... 
each having his individual strengths - and 
weaknesses! There are many missions to 

! complete including the rescue of a kidnapped 
girl, the pursuit and arrest of drugs runners, 
finding and arresting a police murderer, 
plus many more. You choose the level to suit your 

jg^ 1 3 objectives within the 

h game-play. 

J I IT'S MEAN, FAST 

M+iw^ iff... LETHAL! 


LETHAL WEAPON, LETHAL WEAPON ? , aid LETHAL WL^GfJ 3 rwm«, 
tharacleri and jI mLaiiHi i kIkih ;ir<; irademarhs ol Warner eras Inc. 
TM A 0 tsee Warner Bros hx All Finals Reserved. 
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14 NEWS 

Ooh p what a rush! WWF2 revealed 
and this time it's set in Europe! 
PLUS spend a night on the tiles 
with Scrabble and much more! 

21 LETTERS 

Yet more semi -coherent ranting* 
from our ever-beloved readers. It's 
like grammar was never invented! 

25 WORK 
PROGRESS 

Yet more first-time-ever looks at 
games in dvelopment. This month 
there's US Gold's much -awaited 
Street fighter 2, Micro Prose's 
superb Gunship 2000, Core's fanta- 
sy RPG Dark me re and EA's Desert 
Strike, 
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DISKS... 8 

Can you believe it? The Chaos 
Engine, Lionheart and FIVE Pub- 
lic Domain games!!! Are we just 
totally mad or what? 




41 THE ONE ON ONE 

Sensible Software let their hair 
down as they have a chat to ljs 
about Sensible Soccer VI. 1 and 
Can nonf odder, plus all matters 
Amiga gaming. 

49 REVIEWS 

The full list of all the games we've 
covered this month is over to the 
far right. Get stuck in! 

84 TRAIN WITH THE 

S.A.S.! 

Right, you 'orrible little men! Fall in 
and enter this great Fi referee 
compo to win a weekend training 
with S.A.S. hardnuts! 


89 KILL ZONE 

Eye of the Beholder 2, The 
Addams Family, Hook and 
countless others are all tipped into 
oblivion. PLUS! Doctor David 
Upchurch's surgery re -op ens! 


STREETFIGHTER 2 ......25 

AN you ever wanted to know but were too afraid to ask 
about the ultimate coin-op conversion in our massive 
Work In Progress Special, 
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ROAD 
RASH 


Electronic Arts' latest Mega drive- 
to -Amiga conversion is a ripping 
road racer where your aim is not 
only to beat the other racers, it's 
also to beat them up! 


86 SUBSCRIPTIONS 

Cant be bothered to leave the 
house? Then have The One deliv- 
ered direct to your door for a 
whole year! And get a free game 
into the bargain! 

102 THE DIARY OF A 

GAME 

Part four of our EXCLUSIVE seriali- 
sation of Andrew Bray brook's latest 
blockbuster- in -development Uridi- 

um 2, It's 2 good 2 miss! 

107 PD ZONE 

Power to the people! We delve 
once more into the ever-burgeon- 
ing network of free games. 



GAMES FEATURED IN THIS ISSUE 



THE ADDAMS FAMILY 


ASSASSIN 


CREATURE 


CURSE OF ENCHANT! A 
DARKMER 


TIPS 


REVIEW 


PREVIEW 


REVIEW 


111 CHEAPOS 

A bumper FIVE PAGE special this 
month rounding up the best DESERT STRIK 

buys this month for all you 
tightwads. 



121 PREVIEWS 

Gary Whitta lifts the lid off 
another bunch of software pot- 
boilers, coming your way real 

soon,,. 

125 GAMES INDEX 

All human life is here. You name 
its it s in - the full rundown on just 
about every Amiga game released 
fin the last year. How do we do if? 


DARK/MERE .32 

After so many years languishing 
in the Where are they now?' file, 
isometrit-3D games are back * 
and with a vengeance, Core 
Design's latest is leading the 
attack... 



THE LEGEND OF 
KYRANDIA 76 

EXCLUSIVE! The first ever review of 
Virgin's Monkey Island 2 beater! We 
don't mess about, you know. 



DOODLE BU 


EYE OF THE BEHOLDER 2 TIPS 


F-19 5TEALTHFIGHTER 
GUNSHIP 2000 
HISTORYUNE 1914-1918 
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MiG-29 SUPERFULCRU 
NICK FALDO'S GOLF 
PALADIN 2 
PICTI0NARY 
PINBALL FANTASIES 




PREVIEW 


REVIEW 


REACH FOR THE 
ROAD RASH 
ROME A.D.92 
SABRE TEAM 
SHADOWORLDS 

THE SIMPSONS 
STREETFIGHTER 2 
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REVIEW 


REVIEW 
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SUPER MONACO GP 
TERMINATOR 2 
TRIVIAL PURSUITS 
UNIVERSAL MONSTERS 


WING COMMANDER 
ZYCONIX 
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FLY TO THE HOTTEST SKIES 


IN THE MIDDLE EAST.. 
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We've spent a year, ensuring that both "Desert Strike™" 
and "Road Rash™" come to you with all the enhanced 
graphics and sound quality that you've rightly come to expect 
from your Amiga, 

The Middle East s looniest dictator is about to nuke 
anyone who stands in the way of his mad ambitions, 
A desperate US President turns to you to undertake a 
covert mission piloting a heavily armed Apache helicopter. 
* From a Va top-down perspective K youll be taking off on 27 
different missions including; rescuing MIA's P defending 
oilfields and taking out SCUD missile launchers. 


• t 


.AND ALONG THE 



TARMAC 



IN THE WILD WEST. 



All a million miles from the uncontrolled mayhem of 
"Road Rash", a scorchingly fast biker race across America 
with no holds barred. 

Punch, kick and club your way to the prize-money and 
upgrade your bike to an ever more frig h ten ingly fast 
machine, like the terrifying Diablo 1000. 

The other competitors are not the only danger as you 


speed along five of America s most lethal highways. Hard- 
nosed cops, oncoming traffic, oil-slicks P even wandering 
cattle and deer r 

Whether you yearn for the undying gratitude of the 
entire Western World or the grudging respect of Helldog 
the club wielding gypsy biker, these two fun-packed hits 
are at last yours. 


Available on Amiga 
and Sega™ Mega Drive™, 


IE I. CTRiNIC ARTS 


Se^a aryj We$iOvwe if* Trademaf It* d Scgi Enterprises Led. 


Electronic Arts, 90 Heron Drive, LanjHey, Berks SL3 8XP Tel: 0753 549442 Fax: 0753 546672. 









THE CHAOS 

Renegade (1^^ 


The Bitmap Brothers have been 
awfully quiet recently The reason? 
Why, they've been hunched over 
their keyboards for the past two 
years beavering away on The Chaos 
Engine, a game which will they 
hope, send them to the top of the 
software charts yet again On offer 
for you this month is a complete and 
fully-playable level from the Bros' 
latest which should keep you well 


ENGINE 



satisfied until the game is released 
m the near future. 

PLAYING THE DEMO 

The demo will load and launch into a 
rolling-demo showing off some of 
the pretty character selection screen 
graphics if you leave it alone. How- 
ever, tapping FIRE or ESCAPE will pre- 
sent you with the options screen. 
One or two players can participate in 
the action and once this decision has 
been ma de it s into the game prop- 
er. If you have opted for the one- 
player game, you'll notice that the 
other character is computer con 
trolled so either way you'll be play 
mg with a colleague. 

The characters are moved in the 
usual way (for the thick that means 


moving the joystick in the directions 
you want him to travel) and pressing 
FIRE will r er r fire your weapon. The 
object of this level is to turn on all 
three nodes (the grey pillars) which 
in turn will open the exit. Nodes are 
activated by shooting them (which 
will make them illuminate) and a com- 
puter voice will confirm your actions. 

There are a number of special 
weapon tokens which can be col- 
lected by either player and will affect 

both players differently Both players a choice of six characters, 

pedal abilities which their own advantages and disadvan 


every time you operate your ability. 
Collecting the little black bottles scat- 
tered around the landscape will 
increase the number of times you 
can perform your special trick. 

There are also keys dotted around 
the landscape. Silver keys are vital to 
progression and must be collected to 
open other parts of the level The gold 
keys r however, open secret rooms and 
bonus sections which contain a num- 
ber of collectables. If you do become 
stuck, though, you can try shooting at 
the rocks and pillars as this can some- 
times open up other areas. 

The Ting-Yang' tokens store the 
party's status when they are collect- 
ed When both party members die 
they are restored to where the last 
token was picked-up. If one player 
dies he must wait until the next token 
is found before he can resume play 
So there you have it r an entire 
level packed full with features and 
effects. The final version will contain 

each with 


have different s 
can be used at any time during the 
game. Player One {the Brigand) can 
produce a spectacular qhot-bursl 
effect which should wipe out most 
enemies on the screen. Player Two 
(the Gentleman) has the ability to call 
up a map of the surrounding area. 
These special powers are activated by 
holding down the FIRE button, and 
the number of times you can do this 
is shown on the panel at the bottom 
of the screen which will deplete 


tages and r of course, a load more lev- 
els to blast and puzzle your way 
through. Can you wait? 



COVERDISKS 




After the three disk bonanza that was October we've returned to 
the usual two but they're both packed full with excellent demos 
and Public Domain software. We're committed to bringing you the 
best value for money that Amiga Games Mags can offer - why pay 
for a measly one disk when you can have an infinitely better time 
with two. Simon Byron guides you through the wonders of this 
month's selection 


LOADING YOUR DISKS 

{1) Both disks contain some of the 
highest quality software ever to 
appear on a eoverdi&k so choos- 
ing between them is going to be 
difficult. You could either toss a 
coin, mix them about or just pick 
one out of a bag or something 
but, believe us F there's going to 
be a lot of hard decision making 
before you choose which disk to 
play first, 

(2) Insert the selected disk into 
the drive slot on your Amiga. 

(3) Turn an your Amiga. 

(4) A menu will appear from 
which selection is made by press- 
ing the appropriate function key 
or clicking on the name with the 
mouse pointer. 

{5) When you've finished playing 
your way through both the disks 
it'd probably be best if you have 
a shower or - at the very least ■ a 
wash, because four weeks of solid 
gaming really will make you 
sweat, 

ATTENTION A60OHD OWNERS! 

Due to the extreme amount of 
memory required by the Lion- 
heart demo, you may experience 
a few problems loading it straight 
from the boot menu. 

If LiOrt heart fails to load, turn 
off your computer {but leave the 
disk in the drive) and reboot 
whilst holding down BOTH mouse 
buttons, A menu should appear - 
click on the 'Advanced Options^/ 
icon at the bottom of the screen. 
A new screen should appear list- 
ing all the drives. Click on the 
'Enabled' icons (they should now 
read 'Disabled') next to all the 
drive names EXCEPT DFO's. Now 
dick on the 'USE' icon and then on 
the DFO" icon. Finally insert your 
disk and everything should be 
dandy. If you make a mistake just 
reset the machine and try again, 

Sorry about the hassle but we 
think you'll agree it's worth It. 


FLAG 
CATCHER 

(1Mb only) 

Described by Dave Upchurch as "well 
worth a look" in last month's PD 
Zone, we've included it on the disk so 
that you can do just that. The object 
of the game is to find the flag before 
you run out of 'moves'. The fewer 
moves you take to find the flag the 
more bonus points you get at the end 
of the level Move the cursor around 
the screen using the joystick and 
press FIRE when you've decided on a 
square to try. One of the following 
five things should now appear: 

* A frag - hooray! If this happens then 
the fevel is complete and you'll move 
on to the next, tougher screen. 

* A bonus square which will give you 
estra points or moves. 

■ An arrow indicating that the flag is 
somewhere in that direction, 
although not necessarily on the 
same 1ine r as the arrow. 

■ A number meaning that the flag is 
that many squares away, moving 
horizontally and/or vertically 

* A bomb causing the screen to clear, 
losing all the clues that you'd previ- 
ously built up, i 

Every time you select a square your 
'moves' will be depleted and if you 
f un out then the game is over. Before 
each level youll be shown a screen 
depicting the amount of each of the 
five different squares cm the next 
level so that you'll know exactly what 
hazards you're up against. Fnjoy 
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BIPLANES 

This is a fantastic little game that is 
bound to keep you entertained for 
years r if not decades. It's an air com- 
bat game and the basic idea is to 
obtain fifteen points before your 
opponent does by. Points are 
achieved by either shooting the bal- 
loons that drift gracefully up from 
the middle of the screen or by down- 
ing the opposing biplane. 

When the game first loads you 
will be presented with a set of 
options which are selected by mov- 
ing the joystick left or right. You can 
play against a friend or the comput- 
er (and p f you r h o n \ i ■ i h c r o w p u t c r 
there is a choice of difficulty Jevefs) r 
automatic acceleration and fake or 
real stereo (whatever that may be). 
Once these have been set it's off to 
the battleground. 

The first thing you need to do 
before you can perform any gravity- 
defying acrobatics is accelerate to a 
certain speed fast enough to allow 
take-off. If you've chosen automatic 
c\ c c e I era T i o n | u s t p u s h the- | oy r , tick LP 
to start the run up. If you're on man- 
ual acceleration you'll need to hold 
the joystick UP at all times. Leaving 
the ground is as simple as, er, flying 
a pfane, Just move the joystick LEFT 
or RIGHT, depending on which way 
you wish to rotate the plane and 
Bob's your uncle - you should then be 
in the skies. If you haven't reached a 
successful speed you'll find yourself 
desperately clinging to the air before 
crashing and it'll be a point to your 
opponent. You can shoot a maximum 
of two bullets at a time by pressing 
the FIRE button - 


The plane behaves exactly like a 
real machine if you point yourself 
vertically up you r ll stall before too 
long. If this does happens you'll need 
to point the nose al the n/rjund and 
push UP to build up your accelera- 
tion again and just before you hit the 
ground, move the joystick LEFT or 
RIGHT depending on which way you 
wish to fly. If you've performed all 
those actions correctly you should 
find yourself flying peacefully once 
again. It's all easier to do than it is to 
explain but by now you should get 
the idea and before too long you'll 
be looping and soaring amongst the 
clouds with the best of them. 

TANK 
ATTACK 

{1Mb only) 

Here's some frantic two- player action 
based loosely on the old Atari VCS 
Combat cartridge The object of the 
game is, quite simply, to blast your 
opponent before he blasts you Move- 
ment is achieved by moving the joy- 
stick in the direction you wish to trav- 
el and blasting by pressing the FIRE 
button. The various walls can be used 
as hiding places or, more sneakily, for 
rebounding bullets off of. At fust you'll 
be able to fire a large numbei of bul- 
lets at one time but as the game pro 
gresses your gun will 1 take time to 
replenish so rt r s often best to leave a 
short time between firing sessions. The 
energy of each player is displayed at 
the top of the screen and when a tank 
reaches 0% it explodes, 

During the game a number of 
special tokens will pop up which 




A RRH C C C H H H ! ! !! 

If you've removed all your peripherals and the 
disk stilf won't load then - hey^ - it hdpptnb tu 
the best of us, and we're reaNy sorry, ck P but 
ywVe obviously been unfortunate tngugh to 
have received a faulty diik. Xhti best thing to 
do is pop it in an envelope along with an SAE 
to the value of 28p and sentf it to - 

Trie One Coverdftk Returns, 
PC Wlse r 

Dowlais Top Business Park, 
DowJais, Meruiyf TydfN, 
Mid Glamorgan CF4G 2YY 

and within a few day? a working copy should 
appear through you/ letterbox and the frim« 
can begin If you think your problem r solv- 
able over Ehe phone Hi en you tart call the PC 
Wise Helpline on between 
10.3O am and 12.30 prn on weekdays. 


m 


COVERDISKS 



have different effects when collected 
{such as making you invisible or invinci- 
ble). These properties will become 
apparent on collection but you should 
take advantage of them quickly as they 
soon wear off. Up to four players can 
pdrticipate at one time and the various 
options are selectable from the title 
screen . 

That's all there is to it. Have fun 
and try to remain friends, 


BRIDGE BALL 


An unusual little game, this, but 
one worthy of inclusion as it pro- 
vides many hours of top quality 
puzzle entertainment. The object 
of the game is to guide the ball 
from the starting point to the 
large expanse to the right of the 
screen. This is performed by plac- 
ing platforms next to each other 
to form a bridge to the exit. 

Using the mouse you can pick 
up the platforms (by pressing the 
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LEFT mouse button) that are 
already in the level and, with the 
button still pressed, guide it to 
the position you require and 
release the button. You can onrv 
move the platforms a set number 
of times and this amount will be 
displayed when you pick it up. 

There are a number of differ- 
ent tiles, each requiring a differ- 
ent tactic:. Ordinary platforms can 
be plated next tq or below other 
tiles, pipes raise the ball, tunnels 
need to be placed so that the ball 
rolls "into" the entrance and fixed 
tiles cannot be moved at all so 
the ball needs to be guided onto 
them to take advantage of their 
ball-carrying properties, If the 
sphere falls info the water then 
the level is over and you II have 
to restart. 


THE SMALL PfiJNT 

i \\'\ iiK* wr hem .11 7hr On* make every effort to 
check 1h€ cuverdiiki for all kmnvri muse?,, we can 
acLrpl np responsibility for danrage caused by 
viruses which may hnvi- -.-m.^k-cI our ■itujntion 
2 . Thr One and rts. retailers aw not table Cm any 
unnotified changes to the contpni? of |he 
o:>vmJi%k\ which may occur 
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LIONHEART 

Thai IOn (1Mb only} 

Yes, we're fed up as well with demos 
that only offer you thirty seconds of 
play and a real feehng of disappoint- 
ment at the end of it. This EXCLUSIVE 
and BLOODY HUGE demo will cer 
triinly keep you engrossed for sever- 
al hours before you manage to com- 
plete it (in fact, I'm the only member 
of The One r s team that has managed 
to do this yet, brag, brag, brag). 


THE GAME 

Lionheart is a scrolling beat~'em-up 
along the bame lines as Shadow Of The 
Beast except underneath all the unde- 
niably beautiful graphics there's a real 
storrner of a game. The object of this 
demo is to reach the cave entrance 
hidden amongst all the nasties and 
treacherous platforms, collecting as 
many spinning crystafs as you can 
along the way. As weil as the usual 
running and jumping the character 
can perform a number of fighting 
moves, activated by rrovmr.] the joy* 
stick in T-i^y direc: on and pressing 
FIRF. 


The two best ones we've found are 
joystick DOWN and FIRE whilst in the 
air (which produces a fantastic down- 
ward lunging move - just the job for 
getting rid of any creatures that 
you're currently leaping over) and 
pressing FIRE and moving the joystick 
in the opposite direction to which 
you are facing (which will perform a 
spectacular roundhouse swing w r.«- 
the sword - handy for disposing of 
any beasties that are stood behind 
you). 

During your time at holiday camp 
Lionheart you'll come across a num- 
ber of spinning platforms which can- 
not be traversed whilst in motion. The 
best way lo over come this is to give 
them a bloody greal whack with your 
sword or foot which will stabilise 
them for a few seconds allowing you 
to leap on and off them before they 


start revolving again. Be wary of the 
numerous areas of spikes and deadly 
plants as they'll send you back to the 
start of the level quicker than you can 
say "Morning Campers", 

If you reach one of the two rope 
sections in the demo, pressing UP 
will cause you to grasp hold of the 
line and the usual direction move- 
ments will then apply, including just 
a simple FIRE to swing your sword in 
the direction you're facing. 

The final version will contain a 
number ul sound effect^ end of 
level Guardians and a number of 
restart points in each level ■ this one 
unfortunately slings you straight 
back to the start f And that's it real- 
ly, I think you'll agree that it's a HUGE 
demo and we all can't wait for the 
full game which should be arriving at 
a cinema near you very soon. 



LIONHEART COMPO 

We've teamed up with Thalion to offer you the chance to win your 
v^ry own copy of Lionheart - simply by playing the demo! To stand 
a chance of winning one of the ten copies we have up for grabs you'll 
need to prove your game-playing skills. We want you to complete 
the demo and write down the last line of text that appears before 
the demo restarts. Once you have successfully obtained this Infor- 
mation,, plop it on a postcard or the back of a stuck down envelope 
and send ft to : I CAN FLAY LIONHEART AS WELL AS SIMES , The One. 
Priory Court. 30-32 Farringdon Lane, London. EC1R BALL The first 
ten correct entries we receive wfll receive a copy of Lionheart when 
it's fully finished. Good luck! 



REVOLUTION 

{1Mb only) 

Our final offering this month is a cJever 
little puzzle game which will appeal to 
everyone from beat-'em-up fanatics to 
flight sim gurus. The object of each level 
is to collect aN the batteries and warp to 
the next level Batteries can only be cof~ 
lected whilst at least one of the blue- 
framed Cubes is 'charged' 

ControJJing the white bail using the 
joystick, the Cubes can be charged by 
'bouncing' into them, Once hit the Cubes 
ffll up with green charge which depletes 
rapidly. Batteries can then be collected 
by bumping into them and once the level 
has been d eared of all batteries the warp 
to the next challenge is activated by 
charging both Cubes at the same time. 

TThs may aJf sound a trifle easy but there 
are numerous traps and tricks, Many 
squares contain an arrow which will, when 
landed on, send you in that direction. Most 
of the time the arrows are clustered togeth- 
er, meaning that rf you land on one you'N 
be transported quite a distance before con- 
rr::-l is handed bjck to you. Other squjr^ 
have a circle in the middle which acts as a 
sort of magnet, slowing you down. 

If this wasn't enough there are also 
aerials which drain your power if 
touched so avoid them as once all your 
power has gone you lose a I He. The time 
limits are particularly tight making for a 
thrilk:n»in£ %xmv ri^ht from Level One. 
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Belter take note. One CD inserted into the new Amiga 
CDTV stores the equivalent of up to 700 floppy discs. That's 
550 megabytes of memory or 250,000 A4 pages of text 

CDTV also gives you access to over 3*000 Amiga titles 
and over 100 CDTV discs, covering everything from arcade 

quality games to education. And 


From Q* Commodore 
— : =— i CDTV can be used as a regular audio 

CD player when connected to your stereo, The Amiga 


CDTV Computer Pack* complete with qwerty keyboard, 
disc drive, mouse and infra red remote control can be 
yours for only £499*99 including our free Public Domain 
Collection disc* The Amiga CDTV Player Pack comes in 
even lower at only £399.99. All of which proves one thing. 
When It comes to the ultimate in 

CDTV 


home entertainment, you won't And 
anything better than the Amiga CDTV. 


THE WORLD'S MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM 

CDIV 15- AVMLULf *l SELECTED 5T0HE5 0* 4LL0EH5. CALCULUS, C0LWNI5WN, COMET DIVONS. 1ECM. TEMPO. MlftlUAL MWVt OlD Mil lEAMNG. INMPEHDERf COMPUTE* SPECIMiSlS. IHCH/0IH& NASCH PRi-CES GQfWfCT XT TIME OF GOING Ifl PRESS S/lfirtfl 
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nspired by James 
Lovelock's Gaia hypothesis, 
Sim Earlh looks at the world 
as one interrelated living 
organism offering you the 
ultimate experience in 
\ planet management. Design 
and nurture planets tram 
their creation through the 
evolution of lite to the 
development of intelligence 
and technology that can 
reach for the stars, 


ma IHOHiiii and Will Wright. 
All rijfrh nwnil 

AVAILABLE FOR: Macintosh. 
IBM PC. Windows and Amiga. 
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*ChaDiE fram se-ren drllere nf 
pktel scenarios. 

'Rule unlimited miom worlds. 

"TtrraFnrm Ye™ and Man. 

*Vie* your wcrWs u Hat 
3ro|EdiDni or spinning gloheS. 

Unleash volcaii&fs fiarhtiquakes, 
meleorjflrKl Nddl mm. 


Oimw km U battlefields. 



Use the wwtrlul ieofldr wen 
command Id nguage wild a vmpie 
pd in I and click, ratolmn be 
inilruded to tflrnmenee in 

Challenge tw Iriemds land 
enemieif rtircu»gN nelwork won 
far up to four uriffltt- 


*lfee lodem and serial link to nil 
and milch games on HarintMli, 
Amiga or tt ittdows yum ions. 


AVAILABLE FOR: HdcinlDsb. 
Windows and Amiga. 



A 


rmed with be nibs, bullets, missiles, grenades and mor 
you control learns of Rob oh that compete in five differei 
spoils: Survival, Treasure Hunt, Capture the Flag. Hostage 1 
Baseball. By combining Ihe tactical challenge of chess wii 
the intensity of guerrilla warfare, RoboSporl provokes loll 

5 I ra I e giC mayhfrm. rM4 1 991 H m is and Edward Kiiiam. All riqhls reserved. 



OCEAN SOFTWARE LID . A CENTRAL STREET . MANfHE 



$5 ,. 
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?\=*TCINK 


A-T RAIN 



Featuring 
MuHi4wn|HJler 
and Mulli-PlayE 1 


ure ATrain hss 
trains... bul there's a let 
more to il lhan making 
tracks. This, new 
simulaliort gives you the 
triple challenge of 
designing and running a 
profitable railroad, 



M A H y A L 



'Simulaled JD grjphict: 
map lid ukllifc riewi. 


'CNMielrom 19 iilFiKut tain 

'Pick anf 24 Oititotfoloreap 
irra proliK 

"Bn Id aparlmtnis oFhcet. 
Itttoriei, ski rewrts, annjstminf 
pa rk 5 iiwl more. 

*Ge1 all ol He prriestional advice 
y«|fieed Irom 1h e manj on^scree-n 
experts in A-Triin. 


AVAILABLE FOR: IBM PC, 
Macintosh nd Amiga- 


growing a city and building a financial empire. You 
can borrow money, invest in subsidiary business 
and dabble in the slock market as well Sii nifiilvk 
scenarios will lake all Ihe organisational la lent, 
planning skills and liscal genius you^ve got. L^i- ''jSSSs^^f 

H ay be more, th i mi &t Nam. ah nghii 





H&NCHES2 5HS . TEL: 061 S3? 6653 . FAX- 061 814 0656 



NEWS 




Ll 4 £ 






The World Wrestling Feder- 
ation returns tQ the Amiga 
at the end of the year with 
Ocean's official follow-up to its 
chart-topping WWF Wrestlema- 
nia. Although the original sold 
butketloads and was Number 
One last Christmas, it got a well- 
deserved panning from the crit- 
ics - something that Ocean is 
well aware of and is going to 
lengths to prevent happening 
again this time around. 

With WWF popularity increas- 
ing in Europe, the European 
Rampages ■ in which the beefy 
superstars jet over here to 
wrestle - are becoming more 
and more frequent, The recent 
Summer Slam at Wembley Sta- 
kdium was a sellout and 
Ocean,, never one to miss a 


trick, is using the Euro theme as 
the basis for the new game- 
WWF European Rampage takes 
the player to venues around the 
continent, battling all the famil- 


iar opponents. We've been 
informed that much more 
attention is being paid to game- 
play, with work on the new 
game dating back to the start of 
the year. There's a new team on 
it two, with Arc Developments 
replacing Twilight, who handled 
the original. Strangely, there 
doesn't seem to be a lot to 
show for nine month's work - 
these exclusive shots come 
from an early playable demo 
version. As you can see, the 
graphics have been revamped - 
the ring now occupies just a sin- 
gle screen, and Tag-Team 
matches have been incorporat- 
ed too. Beyond thai details are 
still woefully vague. More next 
month, with any luck. 




AMIGA: 
LATEST 

The rumpurs of a new Amiga, aimed 
squarely at games -players, are get- 
ting stronger by the day, with the 
latest bit of gossip hinting that the 
fabled machine may be in the shops 
by Christmas. 

This latest news comes as Com- 
modore launches the latest in a long 
line of Amigas - the high-end A4000 r 
which for just £1999, offers almost 
limitless graphical potential - how 
does 1 6.7 million colours, sprites the 
size of the entire screen and rJ perfect 
scrolling" grab you? Admittedly the 
machine's aimed at the more serious 
user, although the new AA chipset 
technology that it employs to pro- 
duce such stunning results will 
almost definitely be used by the 
mystery games machine as well, 
according to Commodore boss Kelly 
Sumner. So, weighing up all the evi- 
dence, we could be a seeing a new 
games Amiga, with a super-low pri- 
cepoint and FIVE TIMES the graphi- 
cal power available before the end 
of the year! It's still all educated 
speculation at the moment, but 
enough to get a few mouths water- 
ing - not least of all ours. 

STOP PRESS! its highly proba- 
ble that, come next month p i 
issue, we'll have CAST I ROM 
details of the new machine - stay 
tuned to this channel* 


NETBUSTERS! 


Round Two 

Your Sensible Soccer goals continue: 
to flood in, at a rate that's fast 
becoming as frightening as Alan 
Shearer's goal tally. Poor old postie 
has had to have a metal rod surgi- 
cally implanted into his back to help 
i carry the heaving mailbags of High 
lights that arrive daily on our 
doorstep. Believe us, having to work 
our way through this little lot is no 
picnic - certainly not when we'd 
rather be playing the game our- 
selves, anyway. 

But we digress - to business. This 
is the second month of the Renegade 
Sensible Soccer Netbu^teri> competi- 
tion, in which six lucky winners put 
forward by The One will play in a 
European tournament against the 
winners of doppleganger competi- 
tions in- the continental mags, with 
the final victor jetting off to watch 
any European football fixture of his 
choice next season! Each month we're 
selecting the best of the saved-out 
Highlights we receive, and the winner 
not only goes forward to the final six, 
but also picks up an authentic Ark- 
wrights old-style football jersey! 


This month's winner is Julian 
Smith, whose goals as Sheffield Unit- 
ed against European giants Club 
Bruges, Ajax and Kaiserslautern earn 
him a place in the finalist's roster 
The goals are outstanding not just 
because of the final touch (although 
there was some super finishing); but 
for the whole set-up, in one case 
comprising an incredible after- 
touched ball in from the halfway line 
that the striker picks up first time 
and blasts into the back of the net. 
Like we said, we're not looking for 
one-off flukes, but for consistently 
fine goals that prove the scorer s skill 
beyond doubt. 

The competition still has four 
months to run, bo there are four 
finals places still to be won To be in 
with a chance, all you have to do is 
score some BLINDING goals, stick 
them on a Highlights disk and send 
them to us at SbNblBLE SOCCER WET- 
BUSTERS, The One, Priory Court, 30- 
32 Farnngdon Lane, London EC1R 
3AU. And remember that you MUST 
write your name and address on the 
disk label, or David will come round 
your house and sflow you his holiday 
snaps. Eurgh! 
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"Scrabble like you've never 
played it before." That's 
what you 1 re being promised 
by IIS Gold, soon to bring 
out its official version of the 
classic board game Quite 
why they think that the 
world needs another com- 
puter incarnation of Scrab- 
ble at this particular time is 
way beyond us* but it 
doesn't do to turn your 
nose up at the Greats, so for 
the record... US Gold's ver- 
sion comes with 1 2 skill lev- 
els (the hardest of which 
has won the Computer 
Olympiad twice, so it's no 
pu $ ho ve r) r to u r na me nts 
with up to four players, 
every word in the Chambers 
Official Scrabble Dictionary 


(over 126,000 at the last 
count), a printer option to 
commit the final board 
position to paper and - it 
says here - stunning graph- 
ics. The pictorial evidence 
here tells rather a different 
story* but then what do you 
want from a Scrabble 
game? Dancing letters with 
tu tus on? Personally, we 
never quite understood 
why somebody ~ would 
want to go to all this trou- 
ble when they could play 
the real thing for a fraction 
of the price and hassle, but 
each to his own, we sup- 
pose. Should be quite 
good for people with no 
friends, anyway. 
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At last! Street Fighter II, currently the most 
popular arcade game, k about to become available 

■ 

for your home computer* Ask your dealer when! 

'YOU HAVE BEEN WARNED!!' 


CAPCOM 

USA 
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NEWS 


TWO NEW FROM SILMARILS 



Having already had two rather impressive 
successes with Storm Master and Ishar, 
French outfit Silmarils is back this month 
with d pair ot newies to tantalise you between 
now and the new year {just around the corner, 
you know). 



The first is Bunny Bricks, a game that - get this 
- combines brick-breaking Breakout action, Base 
ball and rabbits (1). Exactly what it's ail about 
hasn't been made that clear, but we're told that 
on each screen Bunny must destroy every brick he 
sees with his trusty baseball bat (sounds famil- 
iar enough), while being hindered by a support- 
ing cast of colourful characters. The whole tmnq's 
supposed to be very cartoony F and inspired in 
part by the work of Tex Avery, so expect plenty of 
slapstick touches aloncj the way. Look out for 
Bunny Bricks next month . 

Hot on the trail of that comes Transarctica, an 
altogether deeper affair from the creators of 
Storm Master. Along much the same strategic 
lines, its decidedly Midwinter-esque storyline tells 
of a scientific experiment that goes horribly 
wrong (do scientific experiments ever go RIGHT 
in these game scenarios?) that triggers a second 
Ice Age and destroys the human race. So, cen- 



turies later a new civilisation emerges, travelling 
through the snowy wastes in giant traim 
between primitive shanty-towns. As the idealistic 
captain of Tran^rctka, the biggest train of the 
lot, the player'b job is to find a way, as prophe- 
sied, to thaw out the planet and return it to its 
former glory. Doing so means going up against 
the cynical power blotk ol the Viking Union, who 
like the planet the way it is - and so the scene is 
set for a bit of strategy and political intrigue, 
f rench style. TransarcUca is due out in January at 
£29.99. Just between us though, it's Bunny Bricks 
we're reaJly waiting to see... 



STRIPTEASERS 


...Grandslam releases a bumper 
Amiga compilation at the end of 
this month, featuring no less than 
TEN of its old titles. The games on 
The Grandslam Collection are, in 
no particular order, The Hunt For 
Red October, England, The Flint- 
stones r Scramble Spirit,. Leavin' 
Terramis, Trivia, The Running Man, 
Terry's Big Adventure, Terra m ex 
and Espionage. None of them are 
particularly outstanding, which 
probably explains why they've 
been collected together en masse 
here, but at £29.99 for the k>t (for 
the less mathematically-inclined 
among you r that's just under three 
quid per game) no doubt some of 
you software skinflints will be 
splashing out... 
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..More compilation news, this 
time concerning yet another in 


a long line of football collections. 
Following in the tradition of Gas- 
coigne and Lineker, England 
defender Stuart "Psycho" Pearce 
has this month lent his name to 
UbiSoft's soccer compendium. The 
Psycho Soccer Collection (yes, 
that's really what it's called) con- 
stitutes the weak International Soc- 
cer Challenge and World Champi- 
onship Soccer, and the rather 
better Manchester United and Kick 
Off 2. £30.99 is the asking price, 
but if there is anyone left in the 
world who doesn't already own a 
copy of Kick Off 2 in some form or 
another, we'll eat our pants. .. 

...News reaches us that Kan a mi's 
Batman Returns adaptation is now 
in the capable hands of Denton 
Designs, and not Rage as origina 
ly reported. If memory serves, the 


development team haven't had 
anything out since Wreckers for 
Audiogenic, which was alright we 
suppose. Don't expect to see any- 
thing just yet - the first previews 
aren't due until Christmas, and the 
game's not expected to hit the 
shelves until well into 1993... 

^.Meanwhile, we hear that David 
Braben"s frontier may not make it 
out in time for Christmas. The 
finishing touches still being put to 
the long-awaited Elite sequel are 
taking slightly longer than expect - 
ed, and Konami has said that Jan- 
uary is now looking like a more 
realistic release date... 

,„ Corn mod ore continues to drop 
prices in its Amiga range, this time 
with the CDTV. As of this month 
both the CDTV Starter Pack and 


the flashier Multimedia Pack are 
slashed by £100 to £399 and £499 
respectively. The move comes after 
the A600 was cut to £299, and 
has been selling like hot cakes 
around the country ever since. 
CBM's obviously hoping that its 
slow-starting CD machine will ben- 
efit from a similar kick-start. So, as 
they say on TV, there's never been 
a better time to buy... 

...Strange to see, is it not r that the 
blockbusting Patriot Games still 
hasn't been snapped up for Amiga 
conversion. It's about the only big 
movie of the year that's still wait 
ing to be licenced, which is 
strange when you consider how 
well its plethora of action 
sequences could be adapted, if 
put in the right hands. Softcos r 
rectify the situation immediately... 
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RECOMMENDED... 


It's frightening how many new games are released on Amiga each month. And ifl a Yen more frightening to consider how few of them 
are actually any good, So every issue we remove a little- strife from your life, and present for you here, in easily-digestible form, what we 
believe to be the very finest pick of the latest crop... 



TRODDLERS 

(Storm) 

Well, is it like Lemmings or 
not? It depends on who you 
speak to. but one thing's for 
sure, it's a Premier League 
game. Combining tradition- 
al puzzle and arcade ele- 
ments, it certainly sounds 
like Lemmings on paper - 
guide the hapless little men 
across traps and pitfalls to a 
safe haven - but in practice 
is plays with a style and 
verve all of its own. If the 
only thing you use your 
brain for is to keep the top 
of your head caving in, this 
is not for you r but if you're 
after a mental challenge to 
keep you going into the 
small hours, you'll love it. 

85% 


FIREFORCE 

(ICE) 

One of those games you'll 
either love or hate - and we 
love it. Sure, it lacks techni- 
cal sophistication. Sure, the 
graphics are nothing to 
shout about. But playability's 
where it counts, and Fire- 
force has got bundles of the 
stuff. Take your Green Beret 
hardman through 12 mis 
sions around the world, 
shooting down and blowing 
up everything in his path. A 
plethora of nice touches 
raise Fireforce above the 
usual shoot'em-up ranks, 
and anyone who isn't put off 
by its rather graphic por- 
trayal of violence will have a 
very merry time here. 
90% 


ZOOL 

(Gremlin) 

Sonic the Hedgehog? Chron- 
ic the Smedgebog more like 
Zool makes no attempt to 
hide the fact that it J s 
inspired 'by the Sega 
favourite - but it does every- 
thing bigger, better and 
brighter. One of the most 
chaotic and colourful plat- 
form games ever seen, Zool 
manages to retain its fine 
play ability even at the apex 
of its breakneck speed. Prob- 
ably not to everyone's taste 
{it's the sort of thing that 
gives parents migraines), but 
if you can stand the pac^ 
there's little that can offer 
more in the way of high- 
speed thrills than this. 
87% 


ARCHER 

MACLEAN'S 

POOL 

(Virgin) 

The follow-up to the mega- 
selling Jimmy White's Whirl- 
wind Snooker, Archer 
Maclean's Pool uses the same 
jaw-dropping 3D graphic 
techniques to depict the 
action, but the game is, if 
anything, more playable this 
time, simply because Pool is 
more immediate, accessible 
and fun than Snooker, 
There's not really a great 
deal more to say r except that 
if you don't enjoy playing 
this, there must be some- 
thing fundamentally wrong 
with you . 
90% 


PUTTY 

(System 3) 

The weirdest thing we've 
seen smce Wizkid r and one of 
the most playable too. Putty 
is like Rainbow Islands on 
acid, an incredibly frantic 
platform epic based around 
the upwardly-mobile exploits 
of a blob of Putty that can 
bounce, stretch and absorb 
his way around any game- 
play eventuality. Loads of 
levels, exquisite cartoon-style 
graphics and a cacophony of 
vibrant sampled sound from 
beginning to end makes 
Putty a supersonic assault on 
the senses that you won't 
want to let up for quite a 
while. It deserves to be a big 
hit. 
87% 
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FULL-PRICE TOP 40 

ZOOL (Gremlin) 

BEAST III (Psygnosis) 

SENSIBLE SOCCER (Renegade) 

PGA TOUR GOLF 

(Electronic Arts) 

JIMMY WHITE'S WHIRLWIND 

SNOOKER (Virgin) 

LEGEND OF ISHAR (Silmarils) 

MANCHESTER UNITED EUROPE 

(Krfsalis) 

OH NO! MORE LEMMINGS 

(Psygnosis) 

PREMIERE (Core Design) 
FORMULA ONE GRAND PRIX 

(Micro prose) 

MONKEY ISLAND 2 (US Gold) 
LURE OF THE TEMPTRESS 

(Virgin) 

PRO] ECT-X {Team 17) 
HOOK (Ocean) 
CIVILIZATION (Microprose) 
WIZKID (Ocean) 
FIRE ft ICE (Renegade) 
SPACE CRUSADE {Gremlin) 
LOTUS 2 (Gremlin) 
BEHOLDER 2 {US Gold) 

THE GAMES ESPANA 92 

(Ocean) 
22 EPIC (Ocean) 


13 R0B0C0P3(Otean) 

14 PRO T E NNIS TOUR 2 (U biSoft) 
25 DYNA BLAST E R ( Ubi Soft) 

24 ROB OCO D ( M il I enn i urn ) 

27 DARK QUEEN OF KRYNN (SSI) 

28 AIR SUPPORT (Psygnosis) 

29 ASHES OF EMPIRE (Mirage) 

30 KNIGHTS OF THE SKY 
(Mitroprose) 

31 DAS BOOT (Minds cape) 

32 MEG AS PORTS (US Gold) 

33 STRIKER (Rage) 

34 THE MANAGER (US Gold) 

35 A320 AIRBUS (Thai ion) 

36 THE PERFECT GENERAL 
(UbiSoft) 

37 CHAM PI ONSHIP MAN AG E R 
(Domark) 

38 GRAHAM TAYLOR S SOCCER 
CHALLENGE {Krisalis) 

39 SPECIAL FORCES (Mkroprost) 

40 ALIEN BREED (Team 17) 


BUDGET TOP 20 

1 SUPER CARS 2 (GBH) 

2 FALCON (Action 16) 

3 PANZA KICK BOXING (Kixx) 

4 CAPTAIN DYNAMO 
(Code masters) 
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5 F- 16 COM BAT PI LOT ( Action 16) 13 

6 PANG (The Hit Squad) 

7 BATMAN THE MOVIE 
(The Hit Squad) 

B LOTUS (GBH) 

9 DIZZY PRINCE OF THE 
YOLKFOLK {Codemasters) 

10 FANTASY WORLD DIZZY 
(Codemasters) 

11 TREASURE ISLAND DIZZY 
(Codemasters) 

12 JAMES POND (GBH) 


RAINBOW ISLANDS 
(The Hit Squad) 
BATTLE CHESS 
(Star Performers) 

15 J AC K NICK LAUS GO LF ( Kboc) 

16 SWITCHBLADE II (GBH) 

17 HEW ZEALAND STORY 
(The Hit Squad) 

18 IK+ (The Hit Squad) 

19 TURRICAN II (Kixx) 
20 POPU LOUS {Star Perf o rmers) 
flu One's Amiga charts art provided by Nitrate. 



WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW EG: 

RISKY 'WOODS, MONKEY ISLAND 2.. ETC 

Phone Berween Write to: SOFTSWAP 

6pm -10 pir Weekday s _ f Q BOX 1 24 

tff 0732 872261 @^ WEST MALUNG 

KENT ME19 5RN 
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THEY'RE BACK... 

with new skills, for a new world!!! 


* 12 Brand New Tribes of Lemmings, 
each with Lhtir own skills. 

* Skiers, Surfers, Balloonirts, Archers- 

* 156 Brilliant VGA Colours 

* Hilarious Animation 

Psygnosis Limited 

South Harrington Building,. Sefion Street* 
Liverpool L3 4BQ> United Kingclinn. 



production designed by 



* S-Way Scrolling 

* Enhanced Sound Support with 
Digitized Lemming Voice?, 

* Ri veting game play & more! 


Tel: 051-7OT 5755 
Fax; 051-709 Mhb 


LETTERS 




We haven't got much space this month so you'll have to go without the amusing intro 
and general self-congratulatory quips and write to: Letters, The One, Priory Court, 30- 
32 Farringdon Lane, London, EC1 3AU if you've got anything interesting to say. Vou 
can FAX us too, so all you Faxers dial 071 972 6703. 


MOVE OVER 
KILROY 

The question of game diffi- 
culties in last month's Let- 
ters pages certainly 
increased the volume of let- 
ters we've received over 
the past few weeks, so let's 
not hang about too Jong 
and dive straight in... 


Dear The One r 

Personally I find games far too 
easy to complete, either that or 
they are too short and do no last 
very long. Midnight Resistance, 
Pang, Lotus 2, Switchblade 2 and 
Turriean 2 only lasted three days 
and Project- X was beaten after just 
five dayi>, You don't believe me? 
Well, the end sequence has some 
explosions and rather nice music. 
A message says Try again without 
loosing a life'. 

The worst offender must be Bat- 


tle Squadron which took me only 
one day to complete. Only Popu- 
lous 2, Lemmings, SWIV and Rain- 
bow Islands have given me true 
value for money. The best thing 
that companies can do is provide 
difficulty settings in the games. 
When I buy Zool I will put the dif- 
ficulty to maximum and the lives 
and credits to minimum as this wilt 
he the only way I can have some 
challenge. 

Nathan White, 
West Midlands. 


cheats 

Now I don't mean the hidden 
cheats that get printed in maga- 
zines like yours but cheats that can 
be started from the main menu of 
the game itself. This way the not- 
so good games players could be 
catered for and a-s you learn more 
about the game you can alio up 
the difficulty yourself, increasing 
the game's Instability. 

Carl Surry, 
Bar net, Herts. 



CTAD^ S t CTTCP 


Dear The One, 

In my opinion games are too hard 
I consider myself to be a fairly 
average game player but some 
games just start at an impossible 
difficulty level and get harder. 
After a very short time frustration 
makes you stick the game at the 
back of the shelf, never to be 
played again - £30 down the drain. 
I must admit that such games are 
not that common but there are 
enough of them to make it a wor- 
rying trend. 

A more common problem with 
games is the difficulty of the end 
of-level guardians rather than the 
[evels themselves. A good example 
of thus >s Rainbow Islands and 
Parasol Stars - two games in my 
top ten of games. In my opinion 
guardians should be in a game to 
(a) let you know that you've com- 
pleted the level and (b) to leave 
behind lots of points and power- 
ups once they are killed. They are 
not there to slow the game down 
or to use up all your lives trying to 
kill them. I can get as far as Level 
Three in Rainbow Islands and Level 
Four in Parasol Stars When you 
consider the amount of those 
games that I'll never see you can 
understand why I'd favour built-in 


Dear The One, 

I have owned my Amiga for near- 
ly two years now and of the games 
brought m the past year I have 
completed 80% of them r most 
within the first few weeks. I feel 
that although the majority of 
games have certainly improved 
graphically and sonically I wonder 
whether some companies are per- 
haps more interested in a game's 
fooks and not its Instability. \ still 
find 'old' games such as Xenon 2 
and Rainbow Islands a challenge 
whereas the new games (such as 
Myth, Guy Spy and The Addams 
Family) are far too easy and \ com- 
pleted them within n frw weeks. 

I know I might be going on a bit 
(Zzzzz* What 7 Ed .) but I feel that 
size is important. Games like Hook 
and Guy Spy P which are by no 
means terrible, suffer due to their 
diminutive size. Others such as 
Monkey Island 2, Premier and 
Harlequin gain marks because of 
their size which permits far more 
scope and variety. I would forgive 
an easy game (even Another 
World) if only it was bigger. 

Nick Turk, 
Kent. 


► ► ► ► 
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Dear The One, 

Last month the question of game difficulties was raised and I think 
that it's high time that somebody stood up for all us gamers. In my 
opinion I'm just an average game player, so \ do not expect to be 
able to complete a game which I buy for upwards of £25.99 in a 
short spate of time. Another World was an exceptional piece of 
software, granted, but at the end of the day all it boiled down to 
was a couple of days play (although admittedly that's twice as many 
as J Epic'). 

In games the player should be guided through levels increasing 
in difficulty until real talent is required to progress any further 
Games such as the original Lemmings, Populous and Eye of the 
Beholder were fine examples of this. Of course there will always be 
an end to a game - it has to come somewhere - but if software hous- 
es think they can keep fobbing us off with poorly-designed prod- 
ucts then they have got another thing coming. 

The games which have no specific 'end' (Sensible Soccer, F1 GP r etc.) 
offer the best vaiue for money around and I think that more open- 
ended games like this shouid be produced. £35.99 for at least a good 
year's play offers far more value than £25 99 for a week's play, 

In future I think I will stick to these simulation games because of 
their variation, longevity and fun. 

Stewart Wicks, 
Aberdeen 

Well, Stuart, yours was the only letter that offered a suitable alter- 
native to easy/hard games and so you qualify for a free piece of soft- 
ware. If you could let us know whether you want Another World or 
Epic within the next few weeks we'd be grateful. (Only joking.} 


LETTERS 



SHADY 
GOINGS ON 


Dear The One, 

Please can you help me. I have just 
exchanged! my Megadrive for an 
Amiga 500 with over 200 games. I 
have It Came from the Desert arid 
Monkey Island, both without manu- 
als. Please could you let rne know 
where I can get the manuals from. 

Jason, 
London. 

Well ( this all sounds a bit fishy to me. 
If you really have got over 200 games 
then i'd say friar most of them are 
pirated - especially as you say you 
have no manuals for thorn. The ONLY 
way to obtain the official documen- 
tation for ali games Is to buy the orig- 
inal which t reatfy think you should 
consider. 


THE PIRACY 
PROBLEAA 


Dear The One, 

It does NOT MATTER how many 
times people in the business decry 
piracy, it comes down to the same 
old thing. 

Problem: Games cost too much 
resulting in piracy 
Solution: Reduce the price of games 
There is NO other solution that can 
stop piracy and it is naive to believe 
anything else. If cjamei companies 
are making enough money to con- 
tinue in business without acting 
positively to stop piracy then you 
can only conclude that they are not 
being adversely affected all that 
much by it. 

The movement of programmers 
away from computers to games 
consoles is inevitable as that mar- 
ket is growing most rapidly. When 
the market for consoles has 
matured it too will cease to be 
more attractive to programmers 
and new formats will undoubtedly 
become the magnets to Cjames 
designers, 

Carol Hunter, 
Middlesex, 


P S Has anyone, anywhere ever 
completed Rocket Ranger? If so r 
please tell me how. 


BETTER THAN 
AVERAGE 


Dear The One. 

Thanks for a brill magazine - keep up 
the good work (Aw. bhu<ks Ed.). 
The reason for my letter is to ask 
why your overall percentage mark 
isn't an average of ail the other 
marks. Surely this would give a fair- 
er view of the reviewed game. For 
example, in last month's mag you 
gave Pool 90% although its average 
score would have been 86.25% 
whrch is hiqh enough without leav- 
ing yourselves open to criticism 
when, in the future, better games 
will still be under the magic 100% 
mark. 

In the October issue when com- 
paring the Overall scores with the 
average scores all the game per- 
centages would have been similar 
except for Fireforce (Overall 90%, 
average 83%, which accounts for 
the crappy graphics - unacceptable 
on the Amiga). Nova 9 and Match ol 


the Day have almost exactly the 
same Overall and average [59 & 
59.75 and 66 & 66.5 respectively) 
which gives a fairer impression, 
What are your thoughts? 

John Alfred 
Hyde P Cheshire 

We think It would be unfair to Intro- 
duce average marks simply because if 
a game plays exceptionally welt but 
has only okay -tin guphic s then over- 
ail it would end up being rated lower 
than perhaps tt should be. We have 
enough problems working out 
whether we've got enough enough 
money for beer at the end of the day r 
let atone all this 'average' business. 
Don't you think we work hard enough 
as it is? 


tastic BSKVB 'Alive and Kicking 1 
dance whilst desperately trying to 
smile during the torrential rain. Oh, 
and of course, QPR should be invin- 
cible- 
Stephen Paul, 
Hayes. 

There's a couple of good ideas in there 
(especially the QPR bit) and we 'II cer- 
tainly pass the letter on to Sensible. 
What do other readers think? Is there 
a feature that you thtnk should be 
included in any sequel, be it in the 
pipeline or not 7 let us know and you 
could win some groovy software. 


SOCCER SILLIES 


Dear The One, 

Wow. Sensi-Soccer 2, already! What 
fantastic news! I have a few ideas 
which I think should be implement- 
ed which I would be grateful if you 
would pass on to the boys at Sensi- 
ble Software. 

First of all there should be a man- 
agerial aspect to the game where 
you can play Graham Taylor, chop- 
ping and changing the England side 
in the run-up to the World Cup until 
the team looks a vegetable patch. 

Unemployed Saint and Greavsie 
should be seen wandering around 
the side of the pitch collecting litter 
and scraping around in the bins for 
food. Before the match dancers 
could come on and perform the fan- 


HMflAM 


Dear Sarge, 

I had a £200 debt and was in quite 
a bit of trouble. My brother was 
really upset about my problem so he 
sold all rus games for around £60 to 
help me out. He now has no games 
and is very upset. He showed me 
reviews of Sensible Soccer, Lotus 2 
and Mkroprose FlGP. I think the 
software would be a great way of 
saying "Thank you". 

Nuala McLoughlin, 
Co. Kilkenny, 

Dear Nuala, 

Welt It shows that you haven r t been 
doing'your homework, doesn't it? I 
think you should keep up to date with 
alt the changes in the magazine (like 
no more Sergeant Software, for 
starters) before you write scrounging 
letters to us. 

The One, London. 
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JUST A COUPLE OF POINTS— 

Douglas Miller from Ayrshire has also experienced the F1/A600 problem (see last 
issue). If the "Not enough RAM" message pops up then try disconnecting all 
peripherals (disk drives, printers etc.), he suggests. . 

Peter Brown from Newmachar would like to know whether it's possible to 
exchange his Workbench 1 3 Amiga for a 1.2! We'd like to know why anybody 
would want to. 

Miserable' James Rogers from Farnborough has broken his Waggle-O-Mania disk 
and would like some free software to make up for it! Blimey, you don't want 
much, do you? Wadda ya think we are - made of games? 

All The One team would just like to say that to even stand a chance of qualify- 
ing for freebies in return for a letter we expect more than just a "few random 
squiggles with a 'Can I have Zool, please' stuck at the end .of it. Remember, askers 
don't get, apparently. 
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la the,unmitiated if* hard to see why Street- 
Tighter 2 has become quite the game-play* 
ing phenomenon that it h. After all, it's sim- 
pfy a beat-'em-up with flashy graphics, 
right 7 Wrong. The arcade machine has been 
packing in the punters because of its innovative six-but- 
ton control, extreme violence quotient and 'extra touch- 
es' such as the special moves (including the infamous 
Dragon Punch). People spend literally weeks at a time 
learning the different character's strengths and weak- 
nesses, eventually becoming so proficient that they can 
perform the 'Hundred Hand Slap' in their sleep (and 
■as such wake up with extremely bruised parts of 
their anatomy). 

When f first heard that Streetfighter 2 had 
arrived in the local arcade I popped out 
one lunchtime to see what all the fuss was 
about. Three days later I returned back 
down to The One haggard and physically 
exhausted (and really rather smelly) There 
was a lot more to it than I had ever imagined. Apart 
from being a simple beat- J em-up with endless thrash- 



The sensation that's sweeping the nation will shortly 
be arriving on your Amiga- Expectations are running 
high and there's a wealth of fighters simply dying to 
try their strength in the ultimate street-brawl. We've 
received so many phonecalls this month that we've had 
to send Simon Byron off to find out exactly how things 
are shaping up. So then r "can you do the Dragon Punch 
or what?" 


ing on the buttons there is a certain amount of "strate- 
gy' (for want of a better word), with all manner of sit- 
uations requiring diffe*ent tactical play. 

Whilst playing against the really hard blokes who 
practically live m the arcade I found myself more often 
than not being backed into a corner having the brown 
^tuH beaten out of me. It was only after some of the 
more sociable chaps pointed out the games intricacies 
that I found out what to do when, and not just ran- 
domly bash on the fire buttons in no particular order. 

Converting this game is a not job for the faint-heart- 
ed and Creative Materials have been choben to perform 
what, at first glance, seems like the impossible. With a 
proven track record including Final Fight and The God- 
father, Streetfighter 2 certainly is in capable hands. We 
spoke to Tony Bickley, product manager at USG, about 
how it's all going. 

Rather than being slightly wary of the project, 
Tony is loving every minute of it as he's a huge 
Streetfighter 2 fan: "Unlike moM beat- J em-ups it's 
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original s features as possible. How much help had the 
programming team had from Capcom r the designers of 
Streetfighter 2? "We were basically only supplied with 
an arcade ROM board so we've had to rely heavily on 
the fact that Our boys are experts at Streetf ighter 2. In 
fact, it's got so bad that we've had to ban them from 
playing it any more/' laughs Tony. "Although the board 
contained all the code we've had to break that down 
ourselves - an operation known as 'Reverse Engineer- 
ing' ■ which took our guys a solid week to do. After all 
that it was a case of on-going tweaks during develop- 
ment to make sure that the programmers' interpretation 
of the gamp was exactly how we wanted it to play" 

The entire game is currently just over two megabytes 
big, a figure that's still rising. The graphics are obvious- 
ly an extremely memory-intensive portion of Street- 
fighter 2 and although they are not as colourful its 
arcade parent (due to the fart that the Amiga's sprites 
are drawn in 32 colours as opposed to the 256 of the 
very easy to play and it's immensely instinctive - if you coin-op), they certainly look remarkably similar. If you 
want a move you can access it straight away knowing asked Tony to describe the graphics he J d respond with 
exactly what will happen, on-screen, rather than just wig- one word ''Awesome", but then he's bound to, isn't he? 



Although the backgrounds aren't animated, there s no 
denying that they I a ah almost identical to the coin- op 
with eiII the location*; tram the original arcade version 
represented in all their glory. A chance to brush Up «n 
the old geography, methinks! 


gling the joystick and pressing but- 
tons. And this is something that we 
feel it's critical to get into the floppy 
versions. The Artificial Intelligence of 
the opponents plays an important 
part as well - it's certainly not the 
"learn one move to beat a particular 
opponent" situation, There is a choice 
of moves which can not only be used 
to beat them, they can - and certain- 
ly will - use them to beat you", 

Obviously with a coin-op conver- 
sion it's vital to include as much of the 


Jii 


I sincerely 
think that this is 
going to be the 
best heat- 'em- up 


Tony Bickley 
Streetf ighter 2 producer. 


Converting the sprites was a mam- 
moth task in itself. When you consid- 
er that there are over 223 individual 
frames of animation for every charac- 
ter {which works out at at least 2 676 
frames »n all) r you'll appreciate that the 
two artists have certainly had their 
work cut out. The characters are equal- 
ly as large on the Amiga screen as on 
the original,, with each made up of a 
number of sprites, each representing 
different parts of the body, cut and 
pasted on the play-area to give the 


WORK I 


PROGRESS 



Wrtr 


left and below) 

■ H list Chun Li may be an extremely 
attractive young lady, she can tetain 
? hold her awn when it comes to 
fighting. Ken is no push-aver either 
And the two of them are currently 
debating who's the toughest as we 
speak. The actual characters are mov- 
ing only slightly slower than the 
arcade's - quite an achievement 
wh^n you consider the siie of the 
nuge sprites. 



impression of movement. 

Unfortunately the parallax and the background ani- 
mations have had to be onutted to keep the game run- 
ning at a near-arcade rate, but these effects were only 
superfluous anyway and will hardly detract from the 
gameplay Most of the sound effects have been direct- 
ly digitised from the coin-op, including the speech, and 
Creative are desperately trying to cram as many of these 
effects as possible into the final version. AM this comes 
with a price, though, and the game will unfortunately 
be one megabyte only Even so, you could still pick up a 
meg expansion and a copy of the game for less Than the 
SNES version, which is retailing at a pricey £65 compared 
to £2 7.99 for the Amiga. 

The ultimate test of the game will be when an eape- 
nent \<\ 'Fighter player comes along and plays the Amiga 
version for the first time. Tony is confident that most 
players will feel at ease with one of the three control 
methods provided in the game, "Provided the player has 
a two-button joystick the control method will be almost 
identical If he doesn't have access to a joypad or what- 
ever then they'll have to take a look at what we've imple- 
mented for the other two methods'". 

A long time was spent deliberating over the way the 
player would command his character and Tony's happy 
with what they've come up with. Basically, the other two 
methods are based around the keyboard and joystick 
or just the joystick on its own. "VJe decided to include 
a choke of controls because there are several people 
who prefer different methods and we didn't want to 
force players have to use something that they don't feel 
comfortable with. For a person with a joystick that he 
prefers to hold in his hand we have selected four punch- 
es and four kicks as well as the special moves which will 
be accessible from the joystick alone. 



(Topi A Dragon Punch certainly wouldn't go a miss here 
as Ken finds himself in all sorts or trouble. 
(Above) One of Chun Li s special moves is this super- 
tough kick which produces a darilmg graphical effect 
as well as a few sore heads. Ken ii currently blocking 
the deadly move so if he is struck then the blow will do 
far less damage than it would have done. 




4 E. HONDA 

Not a molar bike but, in 
tact f a large sumo wrestler. 
He may be big but he's cer- 
tainly tie lard ball and will 
'hundred -hand slap* arty- 
body who says otherwise, 


T GUILE 

An eK-airforce soldier who 
is a master of combat 
karate* He packs a mean 
somersault kick which is 
hard to avoid and is capable 
of hurling a few energy bolts 
here and there. 



< KEN _ 

Super-tough Ken has survived from 

the original Street lighter game and U1 

has moved Co America to fight a 

greater variety of opponents* He >^ 

is a master of the infamous Drag- f \ 

on Punch and and Cyclone Kick. I 27 



A RYU 

Kenpo and Karate is the name of his game* 
One of the hardest humans in Streetfight- 
vr 1 he can perform the Dragon Punch and 
the Hurricane Punch at the drop of a hat. 



A ZANGIEF 

This Russian lighter has the most 
powerful move in the game at his 
disposal * the spinning pile-driver 
- and if that doesn't get you then 
the devastating Lariat Punch sure- 
ly will. 
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"Moving in any of the forward directions and press- 
ing the fire button will make the character punch, whilst 
a backward joystick movement with the fire button will 
select one of the kicks. Up and down with the fire but- 
ton will produce different actions according to the char- 
acter being played. Blanka and Chun 
Li stand on one leg and kick straight 
up in the air so it makes sense to 
make the up and fire a r kick r for 
them Ken and Ryu, however, both 
have a massive upward punch, so the 
up and fire will be a punch for them. 
The Dragon Punch,, performed by 
Ryu and Ken, would be called up by 
first moving down then up and fire 
all in quick succession, 

"Alternatively if you are prepared 
to use the keyboard as well as the 
joystick, then the final method 
involves using the keyboard as an 
extra fire button, doubling the amount of kicks and 
punches that the player can perform. Some characters 
have two special moves whilst others have three and 
they're alt going to be present in the game, with the con- 
trol mapped as closely as possible to the coin-op. 

"Apart from the parralax and the animated backdrops, 
the only other thing missing from the Amiga that 
appears on the arcade machine will be a certain amount 
of moves in the joystick-only mode Whereas on the t orn 
op you can perform three different speed kicks or punch- 
es for each height with each move inflicting a different 
amount of damage to the opponent, we have had to 
pick the best of the bunch, for the sake of simplicity. The 
proximity moves, performed when the two charac- 
ters are near to each other, are all in with no prob- 
lems. The bonus levels (where you have to kick a 


"The Artificial 
Intelligence of 
the opponents 
plays an important 
part as well, it's 
certainly not the 
1 learn one move to 
beat a particular 
opponent' 
situation" 

Tony; BichJey 
Streetfigtittr 2 Producer. 



You may well be wondering why Chun Li and Ken are 
appearing SO frequently among these pages- The reason 
for this is that they re currently still testing the game- 
play and making sure all the controls feel right. 
Blimey, you lot don t half go on, don t you7 


(Kolow) Just far a change we've lined up the two fight 
*r* in another action- packed pos« r this time in Russia. 
Say cheese! 




car to bits, kick some barrels and avoid the burning bar- 
rels) have all been included as well, 

"To be honest I'm well pleased with how it's going", 
enthuses Tony. Whiht many may see these possible 
compromises as a drawback, there's a strong argument 
That the- joystick-only mode will make the game slight- 
ly more easier and accessible to play. If you want a sim- 
ple forward kick you got it, as the Burger King staff will 
readily tell you, without the need to fumble with the 
keys. 

"The biggest problem has been the sheer technical 
aspect of getting a massive game like this into home 
computer size," bemoans Tony. "We're converting 
Streetfighter 2 to almost everything from the Amiga 
right down to the Spectrum which is scary. As I've said 
we've got twelve characters each with at least 223 
frame* of animation and eight backgrounds which is an 
enormous amount of graphics to be manipulating but 
I sincerely think that the job we r ve done will ensure that 
this is. going to be the best beat-'em up ever!" 

Finally, and in a desperate attempt to obtain some 
Top Tips' so that I could beat everybody else when the 
qame final arrives, I asked Tony who his favourite char- 
acter is. "I always play Chun Li because she's got good 
legs [?]'\ he replied rather unhelpfully. Unimpressed 
with his distinctly sexist .comments I did the Dragon 
Punch on him to teach him not to be so rude in the 
future. Tony wasn't shaken and after attempting a mean 
Cyclone Kick the whole interview turned into a violent 
and messy brawl (which I won, by the way). Street- 
fighter 2 will be bursting onto a shetf near you very 
shortly and with a little luck we should be bringing you 
the fully low-down next issue. Now please stop ring- 
ing us up, will you ? 

(Above Left) Another of 
Chun Li s special 
moves. The Spinning 
Bird Kick is a rack -hard 
attack which requires 
Miss Li to stands on her 
hands whilst rotating 
her legs. Although it 
might not the most 
lady-like of moves it 
sure does the business. 


(If ft I Tire actual back- 
drops are two Amiga 
screens long and will 
horizontally scroll dur- 
ing each fight. 
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■ know what you're thinking; "A 
I conversion of a complex PC 3D 
I game... Hmmm that's going to 
HI be really fast." But let me put 

your minds at ease. The team cod- 
ing Gunship 2000 are the very same 
guys who brought us Knights Of The 
Sky, a PC conversion itself, and one 
of (il not the) best flight simulations 
ever to be released on the Amiga. 
That out of the way, then, let us pro- 
ceed... 

The team's main goal is to make 
the Amiga version of Gunship 2000 
as good as, if not better than, the PC 
onp a formidable task considering 
the humble Amiga's capabilities. The 
biggest problem, of course, is keep- 
ing the whole game moving at a rea- 
sonable speed and much of their 
time has been spent recoding the 
graphics engine from scratch. One 
advantage ol rewriting the game (as 
opposed to recycling whole chunks 
of the original PC code) is that the 
team have been able to enhance cer- 
tain game aspects and 'borrow' 
ideas from the PC's recently-upgrad- 
ed Gunship 2000 V2.0. 

Gunship 2000 is currently running 
at between five and ten frames a 
second, which is fairly impressive to 
say the least, and the improvements 
over the PC original arc? numerous, 
lis Kevm explains. "The crew mem- 
bers and commanders of the other 
helicopters that you fly with have 
had their logic improved so that 
they react more realistically. The arti- 
ficial intelligence of the enemy has 
also been tweaked so that they too 
act more logically to various situa- 
tions. We are also currently working 
on the actual landing of the heli- 
copter so that it will be possible 
to land on suitable hills at the 
correct angles - just as you can 



With Thunderhawk currently holding the 
'Most Accessible And Enjoyable Helicopter 
Flight Sim' trophy, AAicroprose have decid- 
ed to act. Their next foray into the skies 
is Gunship 20O0 r a conversion of the top 
PC game. Simon Byron takes it for a p re- 
launch spin... 


in real combat situations"- 

Like Knights of the Sky, Gunship 
2000 will cater for inexperienced 
pilots with the option of an 'Easy 
Flight' mode. You won't need to 
wade through a huge front end 
{although there J *-a wealth of options 
and menus that alter any aspect of 
the simulation if you wish) and after 
only a few key presses you can be in 
the air The controls are fairly simple, 
too, with a choice of the four main 
control methods (mouse, keyboard, 
digital joystick and even an analogue 
joystick) available at any time. 

There is h strong 'personality' 
theme throughout rhe game and 
there are a number of people to iden- 
tify with and form a 'bond'. "At first 
you need to fly a number of sola mis 
sions before you do actually fly with 
anybody", claims Kevin, J, but after 
these battles have been successf u lly 
completed a squadron crew is intro- 
duced which you command and you 
can promote or award medals to the 
individuals as you see fit/' 




There are three detail I^vel options 
present in Gunship 2000 which alter 
the amount of polygons that the 
landscape is. constructed of More 
polygons means more detail and l#s* 
s peed r and vice versa. Although the 
frame r*t# on the maximum setting 
is not slow, the lowest setting posi- 
tively flies by. 


The game contains a number of 
scenarios (yes r including the usual 
Middle East ones) and they're hop- 
ing totnclude some more unusual 
Polar and City-based missions, 
although these features cannot be 
guaranteed at the moment. Kevin 
makes no bones about the fact that 
Gunship 2000 is more strategy ori- 
entated than Thunderhawk. In this 
game you can give orders to the 
other five members in your squadron 
which they will follow as best they 
can so it's possible to set complkat- 
ed traps and ambushes - something 
missing from Core's simulation. 

There are, at the moment, a total 
of i\y. different helicopters to fly and 
each one handles slightly differently 
"Each helicopter has its own charac- 
teristics and will come complete with 
their own sound effects which will 
further enhance the feeling of indi- 
viduality. In real life every chopper 
has its own distinct sound which 
we're hoping to accurately translate. 
One helicopter may cut through the 
air with two blades, making a sort of 
a J whooshing" noise [and, it has to 
be said, the accurate noise that Kevin 
then made with his mouth made me 
feel as if I was interviewing him in a 
Huey and I soon began to feel quite 
airsick] whereas other 'copters will 
make more of a 'thudding' sound." 

Microprose has built up a huge 
database of military information 
over Thf post few years and this was 


Tit* rolling landscape certainly adds a degree of realism 
to Gunship 2000 and makes you appreciate just how 
empty' some previous, flight-aims were. This process 
was originally pioneered on the PC and therefore suited 
"nore tc high-powered machines but the programming 
team have managed to keep the speed surprisingly fast 
on the Amiga, 



Gunihip 2000 contains all the usual externa! views but 
Kevin haft added an extra one, just for good measure. 
When you Lire locked on to an enemy the as yet 
unnamed view tracks the target, following just slightly 
behind. This means that when the enemy swoops and 
climbs, the camera will follow wherever the target 
moves, giving some pretty impressive shots ■ a bit like 
being on a rollercoaster p really. 
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The display in the cockpit contains an excellent target com wvhich gives an 
accurate display of the enemy that is currently being aimed at. This can be 
turned on or off e ind ewn thf level of detail that the enemy is displayed in 
can be adjusted. 




a great help to the programmers 
when trying to work out the differ- 
ent 'handling' of each chopper. 
"What we've basically done is study 
the text book definitions of all the 
helicopters featured and implement- 
ed the differences as best we could. 
There is, obviously, only so much 
each particular 'copter can carry and 
they all act differently when carrying 
various loddb " 




The number of external views are r 
nothing else, useful for fully appreci 
atincp the rolling landscape effect. 
Whilst it is theoretically possible to 
fly the helicopter from these views it 
is unadvisable due to the lack of 
instruments and general information 
found in the cockpit. 


The landscape is pretty unique 
and there is a fair amount of move* 
rnent on the ground with enemy 
vehicles and trains ferrying to and 
fro. Although the game slows down 
slightly when there is a fair amount 
of action, Kevin is confident that the 
number of detail levels WiN strike a 
happy balance between graphics and 
speed. "There are different options 
for both scenery and object detail 


contains a smoothly scrolling land- 
scape which gradually gains and 
loses height over the varying dips 
and bumps. You may not actually 
think you're losing height while 
you're flying level but your altitude 
is changing all the time over the dif- 
ferent heights of the ground. So 
rather than a flat landscape with 
object* plonked on it, what you get 
here is a realistic undulating terrain.' 


"You need a sense of achievement 
when you've finally downed an enemy 
in a dogfight but it doesn't necessarily 

mean the game needs to be really 
difficult (and frustrating)/' 


Kevin B uck iter 
Gunship 2000 Programmer 


and the whoke program is adjustable 
right down to the camera detail on 
the control panel," comments Kevin. 
"We're hoping that most people will 
be able to find an acceptable con- 
figuration that will optimise their 
enjoyment of the game. 

"The actual terrain is fairly differ- 
ent to most that you'll corny across 
in 'ordinary' simulations in thdt it's a 
kind of 'rolling landscape". That 
means that instead of the situation 
irtj say r Knights of the Sky where you 
had a flat landscape with a couple of 
hills here and there, Gunship 2000 


Although much has been said 
about the rather unique 'mission 
builder' which would have allowed 
complete and unique missions to be 
generated from scratch, Kevin thinks 
that, unfortunately, this feature will 
not be included in the final version 
before its release in time for Christ- 
mas as there simply isn't enough 
Time. However, it may make it to the 
possible sequel The- Automatic-Pilot 
facility has been successfully imple- 
mented, though, which means that 
you can just set your destination and 
watch the baby fly itself. There may 


not be quite enough lime to pop out 
and make a cup of tea though, as 
control will be automatically 
switched back fo mamuM if any 
enemy threat is sensed with an audi- 
ble warning to further alert the play- 
er. There is also a rather neat "Terrain 
Dodging' feature which will, when 
activated, automatically maintain 
your height over the mountains." 

Kevin is satisfied that Gunship 
2000 will blow all other helicopter 
flight simulations out of Ihe skies. 
rJ At the end of .the day, what we 
have tried to do is make the game 
eb^entially fun. We don't want to 
make it one-hundred percent realis- 
tic and we don't want people to get 
shot out of the sky as soon as they 
take oft. You need a sense of 
achievement when you've finally 
downed an enemy in a dogfight but 
il doesn't nece^arJy mean the game 
needs to be really difficult (and frus- 
trating). Thats not to say that the 
game will be easy, though..." 

The fine job that the program- 
ming team have done is evident 
when comparing the Amiga version 
to the PC. The game is running at 
almost the same speed and the 
enhancements found in Gunship 
2Q00 on the Amiga (that are only 
present in the PCs sequel) will make 
this first foreray into the Gunship 
world an even better one for us 
than those boring IBM people 
experienced. 
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? programming te 
g of depth to the 
■re is a fair bit mo 
e ot the screen sh 
ark to be done he 


The idea for Darkmere has been 
floating around for a couple of 
yean> now, dlthouqh the game 
has only really been in development 
for eight months. 

In essence it's an arcade adventure 
mixed with RPG elements, set in a 
medieval fantasy world- The Dark 
mere of the title is a malevolent 
black cloud which, for some strange 
reason, acts as a magnet for evil. As 
the cloud drifts across the country- 
side it attracts all the scum thieves, 
brigands and, worst of all, ores - 
leaving a trail of destruction in its 
wake. The King of this fantasy realm, 
who is naturally not too thulfed at 
all this mayhem upsetting his civil- 
ians, sends his only son Ebryn to sort 
out the fearsome focj. 

Possessing only an Elven sword r 
which glows whenever an enemy is 
approaching, and a magical crystal 
from which help can be summoned 
five times during the game, the pi dy- 
er must guide Ebryn through myste- 
rious locations and solve fiendish 
puzzles in an effort to eventually rid 
the kingdom of the Darkmere. 

Mark Jones, the game's designer, 
came up with the original storyline 
Munich, as he freely admits, has been 
ml influenced by The Hobbit and 
8 similar books. He wanted to cre- 


ate a believable, life-like Middle 
Earth-ish world which would draw 
players in and capture their imagi- 
nations. Whilst looking a touch like 
Cadaver, the boys stress that thj^. 
game is far more involved. "There 
was just too much time spent aim- 
lessly wandering around in Cadav- 
er", reckons Steve. "There was no 
interaction with other char- 
acters and the action was 
not as 'fightmg '-based 
as Darkmere can be 
Our game is " far 
more visually excit- 
ing with every < 
screen having 
animated back- 
grounds, things 
which will help 
bold the atten- 
tion of the play- 
er 1 *. 

The isometric- 
iD genre has 
become some- 
what stale 
recently. The last 
decent game of 
this type on the 
Amiga was Ocean's 
Head Over Heels, which 
wab immensely puuulctr 
even if the puzzles and story- 


line were decidedly 'eighties'. Nos- 
talgia probably had a lot to do with 
its success, reminding all the older 
gamers of those hazy days when 
Ultimate ruled 

and games ^^^mmjMWMmWmt 

such , ^4 


as Knightlore were king. Whilst 
there's no denying the excellence of 
the old 8-bit isometrics, they proba- 
bly wouldn't stand up too well in 
today's market. Play- 
ers have 



Combat is 
an important 
aspect of the 
game and here Ebryn 
ii thrashing around with 
his magic Eleven sward. 
Vultures swoop from the skies to 
pick loose- pieces of flesh from the 
bodies of slam characters. 


WORK 



The temple is packed with action and a good d*al of quick thinking needs to be done if the gorgeous 
young lady is to be saved . Again, sound will play an important part on this screen with c-ar- piercing 
screams shattering the silence. The programming ttam have specifically created special sound effects 
for alt the screens and, coupled with the Immense amount of animation, should see Dark me re setting a 
new standard by which other arcade adventures will B# judged. 


become more sophisticated and 
demand mare complexity and depth 
in their garne*. 

Darkmere's designers intend to 
Mn prove upon the typical 'pick up 
vase, move to another location, place 
ihe vase on a block, etc, etc' puzzle 
by introducing a far more interactive 
style of play As Mark explains, 

"All these sound 
effects should 
actually spook 
the player and 
really draw them 

into the game 
and* coupled with 

the actual 
gameplay, make it 
far more realistic 
than similar 
games we've 
seen." 

Mark Jones 
Dark me re Designer 


" Darkmere can be played in two 
ways, with the emphasis either on 
traditional adventuring or on com- 
bat. The balance is up to you. For 
example, in one puzzle you need to 
take iome meat to a certain charac- 
ter. Meat can either be obtained by 
killing rabbits or by purchasing it 
from somewhere, which will obvi- 


ously involve obtaining money either 
by robbing or stealing. 

"'These missions often don't turn 
out to be straightforward and it is 
this mesh of sub-plots that, we think, 
will make Darkmcre a joy to play. 
What we've also tried to do is make 
sure that every puzzle is solvable in 
iwo ways or n a l ombination of the 


two styles Although there are peo- 
ple that you've got to kill and puz- 
zles you need to use your brain on r 
we've tried to make the game as 
flexible to your own particular play- 
ing style as possible." 

The game begins with Ebryn in 
the middle of a village, his task 
ahead unknown. There are three 



These shtfts sripw a number of vari- 
ous it*rns and furniture that will be 
found in the locations of Dark mora- 
ine graphics are all drawn in 32- 
c clour mode and the uie of ih riding 
to indicate the lights reflecting off 
the polished wood and so on 
makes the game look exactly 
like a graphic novel- 
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main areas of 
play, the afore- 
mentioned 
village, a for- 
est and final- 
ly Ore Cav- 
erns, each 
containing over 
150 isometrk-JD 
locations. The villagers are 
a mixed bunch r some helpful, oth- 
ers just plain mad, and it is via con- 
versation with them that the various 
sub-missions are revealed. Conver- 
sations are initiated by selecting a 
'topic" to talk about from a menu. At 
first the player only knows three top- 
its - Ores, Darkmere and Malthar {an 
old magician friend of the King's 
who will offer help when found) - 
but once conversations are started 
key words in the responses will he 
added to the topics menu and can 
be talked about further. 

It is the graphics and more specif- 
ically the sound in Darkmere which 
will impress most people. There are 
sounds effects for most situations - 
winds howl, waterfalls roar r chairs 
squeak, music plays, the hst is 
almost endless. Arcane believe that 
sound is an often overlooked aspect 
of games but Darkmere contains 
uver lOOK'b worth of sampled sound 
in each level. If the player *s a tew 
screens from a fight or an attack 
then the sound of screaming will at 
first be very quiet, building up until r 
when only one screen away, the 
effect is at full volume. 

Although there is no actual 
speech in the game, audible mur- 
muring can be heard in the many 
public houses in the village. "Unfor- 
tunately there was just no memory 
left for speech", explains Mark. "The 
game is already packed to the brim 
with graphics and sound to convey 
the .rdmosphere we want, Cobbled 
streets will echo and bar signs will 
blow in the wind with an eerie creak- 
ing sound. All these sound effects 



The inn is positively 
bustling with activity and r 
once tigdiri, all the individ- 
ual character* Are busy 
'doing their own thing'. 
People smoke, drink, tap 
their feet and generally 
perform all the actions 
that you'd expect in a 
local, friendly (?) public- 
house. Whether the coders 
will have time to introduce 
a vomiting animation or 
sequence showing drunken 
blokes trying to get off 
with some of the beautiful 
women remains to be 
seen. Let's hope so 


Jf 


Although there 
are people that 
you've got to kill 
and puzzles you 
need to use your 
brain on, we've 
tried to make the 
game as flexible 
to your own par- 
ticular playing 
style as 
possible." 

Mark Jones 
Darkmere Designer 

should actually spook the player 
and really draw them into the game 
and, coupled with the actual game- 
play; make it far more realistic than 
similar games we've seen. 

"All these RPG's are very well as 
far as they go but who actually goes 
up to somebody and, having decid- 


(Below) We find ourselves in one of the more happier locations in the 
game, the Waterfall. Birds tweet, the waterfall gushes and generally this 
part of the forest looks like the ideal place to stop for "a quick rest and 
maybe a spot of skinny-dipping. 



ed to fight them, throws a dice to 
see who wins? It's ridiculous! Our 
system actually relies on proper 
fighting moves. The energy of both 
characters involved in the dispute are 
displayed on-screen so you can 
decide whether it's worth taking the 
risk and fighting or accepting the 
easy way out and running for it". 

The graphics are exceptional and 
the tiny animations of all the various 
backgrounds amazing. The images 
red My do fee' dart and moody and it 
is quite inspiring to see programmers 
taking such a realistic' attitude 
towards the artistry instead of opt- 
ing for a more comical style of 
graphics which, although fine in their 
place, would certainly not belong in 
the seedy world of Darkmere. 

All is no: Urirk rind depressing , 
though, as there are quite a few in- 
jokes for RPG fans (for example, one 
of the pubs is called the 'Tolk Inn', 
g^ddit?) and the game contains a 
lair amount of humour within the 
characters Th^re is an extremely 
scatter-brained old lady who'll 
spouts rubbish all the time whilst 
swinging on her rocking chair and a 
weapons enthusiast who sits on a 
bridge all day talking about nothing 
but swords and shields. 

Mark is really happy with the way 
the ya me has progressed. "It has all 


Character interaction 15 
another important part of 
the adventure - in fact, it's 
the only way to rcuike 
progress. The cobbled 
Streets are usually crowed 
with interesting people 
and a few meaty facts can 
be gleaned by asking the 
right questions. One thing 
that can't be made clear 
from these static shots is 
the amount of movement 
en the screen. Everybody 
in this shot will have an 
associated animation so 
that the place feels' like a 
real street. The attractive 
'lady of the night' looks 
fascinating and t wouldn't 
mind a quick spot of 'inter- 
action' with her! 



Arcane Developments - the men 
behind Darkmere (from bottom, 
running clockwise): Steve lies. Paul 
Hodgson, Andrew Buchanan, Mark 
Jonefand Stewart Gil ray/. 


turned out exactly as I'd planned it, 
.sit hough I would have originally 
liked fonger to develop the game. I 
dorVt think that the time restrictions 
plated on us have meant that there 
is anything we have purposely omit 
ted, there's just a few extra things 
that we haven't been able to add - 
nothing important that will detract 
from the way the game actually 
plays, though. And I do want to do a 
follow-up, so hopefully all those 'lit- 
tle things' will be included in that" 
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| n the 5ega Megadrive market, 
I Electronic Arts is in a unique posi- 
I tion - unlike most console pub- 
lishers, who are bound by cast-iron 
legal restrictions imposed by the 
hardware manufacturers that decree 
which games are fit for release and 
which aren't, EA has a 'privileged 
relationship' with Sega that grants 
them a great deal of freedom in 
games they can put Out. 

It's a position that has allowedEA 
to branch out and experiment with 
original titles that stand out from the 
usual platform dirge. Games like 
John Madden Football, Road Rash 
and r most notably, the superb heli- 
copter-based blaster Desert Strike. 

Based loosely on last year's con- 
flirt in the Gulf, and firstreleased 
while the bullets were still flying in 
Kuwait and Iraq, the game was, if 
you'll forgive the pun, a storming 
success - although it was criticised as 
insensitive by some for using the 
bloody desert campaign as the basis 
fora shoot-'em-up. Now that the 
Mother Of All Battles is long since 
over, Amiga Desert Strike's bound to 
be less controversial - but that 
shouldn't stop hordes of gamers 
flocking to snap it up. So impressive 
is the game's reputation that it J s a 
strong contender for this year's cov- 
eted Christmas Number One spot . 

Unsubtly subtitled Return to the 
Gulf, Desert Strike's story is dis- 
turbingly familiar - a crackpot Mid- 
dle Eastern dictator is on the verge 
of obtaining nuclear capability and 
starting World War III, so Uncle Sam 
barges in, guns blazing, to put him 
in his place. The? player takes the con- 
trols of a McDonnell -Doug la s AH-&4A 
Apache, flying The gunship deep 
into enemy territory to complete a 
series of increasingly complex mis 
sions. Objectives range from destroy 
mg airfields and SCUD missile Sites to 
plugging oil wells (topical, eh?) and 
taking out the general himself. 

It sounds conventional enough, 
but Desert Strike s neither a straight 
shoot-'em-up nor a senous military 
simulation, but rather an interesting 
mixture of the two. Anyone can pick 
it up and start blasting immediately P 
but it takes time to master the con- 
trols and learn to play properly - fuek 
ammunition and armour is limited, 
and players must plan missions 
strategically il they're to be success- 
ful rescuing stranded allies and 
winching up fresh supplies along the 
way. Enemies range from foot sol- 
diers to tanks, SAM launchers, 
machine-gun jeeps and helicopters. 

The team responsible for bringing 
Desert Strike to the Amiga is the 
samein-house team that did such a 
good job on John Madden Football 
last year Headed up by Steve 
Wet h eh 1 1 and programmer Gary 
Roberts, they've been working 


As the world waits with bated breath, the team behind the chart- 
topping John Madden Football is busy converting another of Elec- 
tronic Arts' fUlegadrive blockbusters to the Amiga. Desert Strike is 
the game everyone wants to see - but will it be worth the wait? 
Gary Whitta was airlifted to EA's Langley-based programming HQ 

tO find OUt- 






si nee March and are now pulling out 
the stops to make sure the game's 
finished in time for its Christmas 
release. When the team was initial- 
ly offered a choice of three projects 
for Amiga conversion ■ Desert Strike, 
Road Rash or EA Hockey - Gaz and 
the gang promptly plumped for 
Desert Strike. "We liked the look and 
feel of the game, it was different/' 
Gary explains. "Its very close to real 
life as well.'" 

So, how is our version going to 
stack up next to the impressive orig- 


inal? Well, because the Megadrive is 
better suited technically to run a 
fast-moving sprite-based game like 
Desert Strike, the Amiga version isn't 
quite as smooth as the original. The 
graphics animate at only half the 
frame rate - although when the 
game's in action it takes a trained eye 
to notice any real difference. "It's 
mainly due to the way that the 
Amiga's hardware works/' Gary 
explains, "but the conversion is just 
as fast - things move at the same 
speed, it's just that they're not as 


smooth. But you don't really notice." 

Apart from that, however, the 
team haven't had to compromise on 
anything - in fact, not content to 
simply port the game across, they've 
enhanced many of its aspects to take 
advantage of the Amiga's superior 
graphical and sound hardware. 
Although the original Megadrive 
authors supplied the team with all 
the graphics, including over 2000 
animation frames, nothing has been 
simply ^converted over - instead, 
every sprite and background block 




PROJECT: Desert Strike 
PUBLISHERS Electronic Arts 
DEVELOPER: In-House 
Steve Wet her ill (Project Manager) 
Gary Roberts (Programming) 
David Colclough (Programming) 
Jason Wh ite I y (Sound) 
Carl Crop ley (Graphics) 
Damon Redmond (Graphics} 
A5D {Intro animation) 
INITIATED: March 1992 
RELEASE: Christmas 1993 
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has been painstakingly redrawn with 
extra detail and in 64 colours. "We 
wanted it to look more like an Amiga 
game than a Sega game," says Gary. 

The result is a game that looks 
noticeably better than the original - 
and it should sound better too, with 
all effects beefed up and sampled 
speech included to add to the atmo- 
sphere. Again, it would have been 
easy to translate Rob Hubbard's oriq 
ma! theme music, but according to 


sound man Jason White- 
ley that would have been 
"boring"', and so every- 
is redone from scratch, using 
the Amiga's 4-channel chip. 

As for the game itself, though, lit 
tie is going to to change. "There isn't 
any reason to change the actual 
game, as it's good enough already/' 
Steve explains. "If we wanted to we 
could change it off our own backs, 
but we wouldn't necessarily get US 
approval." There has been one minor 
gameplay change however, which 
has had to be made on grounds of 


good taste - after British soldiers 
were inadvertently killed by 'friend- 
ly fire' from American aircraft dunnq 
the Gulf conflict, it s no longer pos- 
sible for the player to shoot his own 
troop, which would no doubt have 
been considered insensitive. Some of 
the intro's more graphic torture 
scenes have been removed too. 

Amiga owners will instead get a 
new version of the intro and a disk 
featuring a special minute-long 3D 
animation showing an Apache and 
a Russian Mil-24 Hind dogfighting 
over the sand dunes. "There's much 


more presentation on the Amiga ver 
sion/ J says Steve, "\ think you can get 
away with less on the Megadrive, 
The Amiga market expects more."" 
Another pivotal aspect of the con- 
version is the new control method. 
M'egadirive Desert Strike's sophisti- 
cated control is made easy by the 3- 
button joypad but for the Amiga the 
team have had to rethink the whole 
thing. "We've got three control 
methods, mouse, joystick and key 
board," Gary explains. "On joystick 
you use the keyboard to select 
weapons, With the mouse you don't 
need to touch the keyboard because 
there are two buttons. We've got the 
mouse control sorted out quite well, 
so hopefully most people will use it." 

Having seen Desert Strike running 
on both machines, I predict that 
Amiga gamers will have something 
rather special to stick up the noses of 
their Megad rive-owning mates come 
Christmas. It r s becoming increasing- 
ly heartening to see that anything 
consoles can do^ the Amiga is still 
doing bigger, better and beefier... 


"We liked the 
look and feel of 
Desert Strike, it 

was different. 

It's very close 

to real life as 
well." 

Gary Roberts 
Desert Strike Programmer 


{Far left) One of the yet -to-be ■ 
finished frames from ASIFs pre- 
game intro sequence. 

{Left) The cameo pictures of the 
Apache co-pi lot* are actually EA 
office staff - the final shortlist will 
be selected from this motley crew of 
digitised mug shots ■ the inflatable 
sheep on the left Is unlikely to be 
included, though. 

(Far right) The Desert Strike team - 
from left to right, David Cole lough, 
Jason Whitely, Steve Wether ill and 
Gary Roberts. 




LISTEN UP .PILOTS 

vil. PFE ABOUT TO BEGIN H CRhVHISN TO SRVE THE 
WCflLE FROM R PSYCHO MADMAN. 
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RAINBOW COLLECTION 

9.99 


HOLLYWOOD COLLECTION WHEELS OF FIRE POWER UP 

9,99 7,99 9.99 


□-GENERATION T ITUS THE FOX 


10.99 


9.49 


HEIMDALL 

11.99 


ELITE LOTUS TURBO i 

10.99 11.99 


BEAST 1 

5.99 



THUNDERHAWK 

9.99 


BATTLE OF BRITAIN F 1 9 STEALTH 

14.99 


JAGUAR XJ22D 

9.99 


SCRABtJLt- 

12.99 


MICROPHONE GOtF S^ACE CRUSADE RAIL ROAD 1 TYCOON 


13.99 


12.99 



■ 



13.99 


CHAMP MCR 


JIMMY WHITE 

14.99 


CAPTIVE 

6, 


G.99 


KICK OFF 2 

S,99 


LEANDER 

10,99 


IHDY JONES ADV 

9,99 


LEMMINGS BLUES BROTHERS HARLEQUIN FIRST SAM 4 MF GALO 

1249 8.99 12.99 13-99 



UTOPIA 


F1 5 STR EAGLE 2 

14.99 


JACK NIC KLAUS 

6.99 


Games marked 


will not work on the A 500 Plus or A6O0 


3D CONSTRUCTION H IT „.„.„„.,.„.,,„ -M.-.1AH 

jD CONSTRUCTION KIT 2 H 99 

A Ci'HE EL DRIVE ■LO'PJS ESPRIT TURBO. TMU 
SlfZuKl. TOYOTA CELfCA. COMBO RAE ER| 

A-TRAIN|1 UE0; _ _ _...J4,*1 

*3?c Alft-UuS „„„„«, 2MM 

ADDA'S I AMI I'll UMp-, 14,M 

ADI ENGUSH <1 1-13) .~ -,,r-,-. 1*H 

ADI ENGUSH M^-ll) 1444 

ADI UATHS<1M2> 1*W 

AGl MaThSM!-!!! _ . 1*H 

AUVANTACE TEl-^lS 1*99 

AFTERBURNER *.4B 

AGONY _ 14.H 

AIM *;i<US 17 99 

AIR BE A 5UFHI ltUN*«*, SilE WT SERVICE. 
P*7 WINGS. C*RfllEP£C"MMANP| ,„„.,„, „,„-,1Uf 

AIH SUPPORT ■„. 1*W 

ALIEN BREED I5PEGIAL EDITION. I * MEGl 4H 

AMNOB _ Jl 

AMOS- 1 CaMES CREATOR; ... 2999 

AMOS JO | ACQUIRES AH0S| tt 99 

AMOS COMPILER REQUIRES AMGS| 19 99 

amOSEaSV |F1RST STEPS TO Pfl.OQ R A M M I N G | 2J99 
AMUA uNGFESSlONAL |THE ULTIMATE AMIGA 

PftOOAAMWINC TOOLp M-99 

APIDYA 1*9* 

AOwATC GAME* 1* 4B 

AHARIAH *«aMTt,... r..„ 1UM 

fiRCMEA MACLiANSfrOOt 1TJB 

ARKANOID i 4L*| 

JUHULYTK . fiU . u ..-. w . U4U -. w ... J44 

ARMOUR GEDDON ..„....„,.-...,.„ +44 

ARMOUR GEDDON 2 H*9 

ASHES OF EMPIRE u— 2199 

AS3J.bihV1 MEG| 17.49 

A VMM HARRIER AS9AULT 24 M 

S.A.T.1 .22JM 

B«7 FLVWIGJTJPlTftltt ...... HM 

BARBARIAN 2 IPS* GN05IEL 1444) 

BATMAN THE MDVE J 49 

BA^lE ISlE |NOP| 19 H 

*JkTTvE llLE DATA DrSK 14** 

•Jkffll 0* BRITAIN 1 1 ** 

SCACHVOlU* B.4B 

BHlL S TTiMAIII LiAM£ 1B.H 

B*RDB OF PREY H Ml 09 ■■- ....r,„ n ,.r...-n « 

BLACK CHYFT ......... .18.9* 

BLUE MAX _ ... .-.HUM 

BlL'ES BROTHERS .144 

&R EACh 2 lENHA'fCEDi 1 1+9 

h-uSinESS PACK FOR AMIQA WOROWDRTH WORD 
MHirflfc ftSGfl. IS -SPREAD it SPREADSHEET AMD K 

DATA DATABASE _ B4.*» 

CABJhVEA B.4* 

; .'I'llvE B.t* 

£a$Tl£S 1 1 MEGl tH.4* 

FAKntftlJAIAOlSA t1.9» 

ClAtAK ., - tB.44 

CElTHf iHMH ti t* 

CHAMPIONSHIP MAhlJ^IA n m ,^,-1|44 

CHAOS ENGINE ... .»ttll 

CHAftT ATTACK (LOTUS ESPRIT. OMOUL^ M 
OHOSTB, JAMES •FOND. VENUE THE FLY TRAP) ' 9 « 

CHUCK ROCK _ Uil _„.„,§,«i 

ChijCKkE EOfl _ 9.99 

l;hiX: Kit ElIC u _ 9.99 

CIWII Ij'Aru: 1 . . 22.99 

CDCLWDRLO 1B.» 

lCRRUP-vjKI i u,-!5r;nviLL*l .„„„„..„.,.-.■**• 

CRAZY CARS 3 14-94 


CAEE^EflS 49 

CV*it Of ENCHANTlA _._ 17.98 

Cum Vim AIUAEBDMOll U€Q)fSMl t7.99 

C VTRO« .,. „,.,.„,,„.,. rr-.rr., tB -+3 

DCEHEFIATIDN ...tB.99 

D.AAK C-JEER 0* KRTWt ri Mlfil -.JttJt 

DARKMEnE-ll WCG:- . U „H ^'J 

DEATH KNjQHTS OF KAYNN II MEGl ISSI> ., 1 9 99 

DELUXE PAJHT J |WfFH ANIMATlONl Z4.99 

WEluaE PAmT A |i MEC;m«AM MODE A ANsMATICN - 
H 99 

DISNEV AWUATICWi 5TUr>D 4B.W 

OOOfiUHJO „,,,.,„,_,..-,,_.,-...- 13.** 

DTMi ....1B.M 

DWGEDH W*STEP 4 CM*0S SiHKfS bal:k . ■ vtG. ■ u.*J 

DYMA BLASTERS ....19 » 

ELF ^.....JE *9- 


mn „ 

ILVIRAl-JAWS OF CERAERU9 |1 


iD.n 

a) .22.* 

.._ 19.49 


r\i::*Pt ipk:m mi ahm Of ThE RMiT MlhSTEHS 9. J* 

ESP*NA-™r CAHCSK |1 „...1i.*t 

E KILE u ............ ,..,.,,„.,,.,,,......._ _...1MI 

EYE OF THE «>«.l! Dm I5KI;.,- MEG. ..1^ 94 

ElfEOF THE BE**OLDEM 7^1 MECI- .„„„,.„,„_.. 4*44 

F 1 5 STRIKE EAGLE J I ' MEGl ... - M.44 

F 1 9 STEALTH FKSHTEH „„..„..„„...H.9* 

FABLES A FIENDS- LEOEND CF kv hanciia i*.6# 
FANTASTIC WORLDS iREALMG. PIRATE S. 
MEGA. LO MANIA. POPULOUS TWONDERLANPI 13 99 
FANTASY PA*. iCC.ORADO. BOSTON BO«B CLUB. 

CRYSTALS OF ARBOREAL.-.. .....M.WT 

FINAL COPtf i WORD PflOCE&SQR 4* 99 

UNAL HCHT INC*!- 14.99 

MHI in:e -.6 9? 

FIH&l $AMVMAI + KM" LiA LC MANlA 13.9* 

FLAMES OF FHF.[nr.:H -HiM-wihii-H ?| v i& 

FLIGHT SIMULATOR 2 AH 

FLOOR 11 ™1MI 

FORMULA 1 QBAMD PRAH _ _22 99 

PW tCMOLtCMQ 7.B9 

fun *CMoet2iM5 -t.b* 

FUN SCHOOL 7(9-) -...?.** 

FUN SCHOOL > (7-11 -14.** 

FUN SCHOOL SfS-TJ n^,.^, 14.M 

FUN SCHOOL 3l7- l ....»„..,..„„ ,14-44 

FUN SCHOOL I lii.Sj ,1* 99 

FUN SCHOOL * <S-7| 1* 99 

FUN SCHOOL 4 lC7*| -14.B9 

iUAjjmTlET 1 - - 7.B9 

QaDtLUNt ,.„ mm . m ,... K99 

GOLDEN m ..,.„...,.„,..,.,. ~ 

GOLF I OCEAN] 14. it 

GOLF WOn-LP CL I * AOfHHLIAHU ? -19 

BAAHAM 5GOCM Y#OBtt3CL*5S«':niCH.Er ...if M 
GB*HA¥TAYlOP5 50«;c:rnwANAL;tK . . iLM 

GL^SMIP TtKW ,.. - 119* 

art ■FY _ — 194B 

HARLEQUIN w «..» u . WH ri M «» - 1 * M 

HARPDON V ' .21 **t* 

HEAD OVER HEELS 

HEAD TO HEAD 21 99 

HEART OF CHINA il MEG| 22 99 

Hf IMOALA (1 MtQ| 11. *B 

■ftnOOIUfft + QaTa Ch9K - IMi 

HntH HIKERVCUlSl .r..™.,— - _.B.*9 

HOLL^OOP CW LF.GTIt.IN |WQH(>I?W 
GHOSTBliSTERS 7. HGIANA jg^f !> AC t lON 

BATMAN THE MOVIE} DiS l HOP) ,444 

HOME ACCOUNTS 2 IT** 

WOWE ALONE *B 99 


MM - 1199 

HUM*MS - 17.99 

IAN BOTH AW f CMCKET - — -1*-4B 

4-^B 

ihOlAHA JCNE5 2 *F^RTUPt |FAT? Of ATLANTO r 1S.&9 

INDIANA JONES ADVENTURE - *** 

lND> HEAT „1|- i»y 

•hCEMCEPTER ■ RENEGADE LEGION l&SI> . 1999 

■nti ii s a r Os MuGfi > Cf Al -ENGE 1 7 49 

WTEPHATlCiMAA tP*"T9 CHALLENGE 1*.49 

SHAP LEGEND or 1 HI- * Oil 'HESS . . 1 E 99 

JACK MKKLAUS GOLF . - -*-« 

JAGUAR XJ220 I " MEGl ... * M 

JAMES *"GND i i^i i hm i iuii ra 1 1 n 1 1 n 1 1 f -f Jl 

JAMES POND 2 ■ ROBGGGO li-'JU 
JET SET rtlLL'V *1W 

JIM POWER ..- .1*94 

jimmy MHiits snooker 1499 

■JIN? ICR IM^CjMOL LSj- 199 

JOMfc BARNES CUMIIF'I-AN KOC'TSA 1999 

JOKH MADDEN S IU * I P»TBALL 16 99 

KOt - - _.1tJM 

K^K OFF - EKTHA TlMl lusk |NC#^ 5 9* 

KKK OFF 2 1 1 MEG} r, - ■* 9* 

KICK OFF 2 LVB B 9* 

KKK OFF 2 FINAL WHISTLE ,„-,,„,.. .** 

KKK OFF 2 GIANTS OF EURO*! ..-,..,„.r,..- 7S* 

OFF 2 RETUTtN TO EUROPE T « 

KICK OFF 2 SHINNING TACTHCB T«l 

K.1CK OFF 3 .4 ,.1444 

K : tft JUNIOR rtOPC PBOC ESEOR I * 99 

KiSttUttllOS SWORD RACCE&SOR .29 99 

KHflHTIJlARl '9 99 

KJOGHT5 DF f Hi SKV (1 MEGl 22.9* 

LAST NINJA 2 MM 

LEANDER" 1B*9 

LEGEND ... ...1S99 

UPBIIRE SUIT LARRY* 9 r-„1l « 

LElSUflE SUIT LARRY'S |t MEG) . ............. ™,,.,,.3i « 

LEMNm04 - - ».-» M .Wl 

LEMHW1G* 2 , 20.** 

LEMMU4GEDATAWK 0HN0! 9.** 

LETHAL WEAPON . 1B.99 

LOMBARD RAC flJULL'Y B.44 

LOTUS 3 THE FWAl CMALLIMQI ,„„,™.r,, 1T4* 

LOTUS T L'R BO CHALLENGE 2 tl.f* 

LURE OF THE TEMPTRESS ....19 » 

MA.L.K": POCKETS 19 Ft 

M.NCHHiltn UNITED EUROPE 9 99 

M*NIC-IN(P B.** 

MCDONALDS LA*H> ■ ■,,„-„- IW 

KECA&PDPTEiSLWNr H ilAWK ■ IV WhTER uJNESHE 99 

MERLINS MATHS IT-I I VNVi .....IB » 

MiCHC ENGLISH 14 >'F*E TO C-CSE 

CONFORMS TO MTB*JAA CUHHlCtflU4d-i .14.** 

MlCflO FRENCH I'BEGINNE*! TCi-SClt. 

CONFORMS TONATlOltAL. CUMAlOJl.t*'! IBB* 

MKPC GERMAN l&EGINNEN TQWZ$t 

CONFORMS to HAT<Oh* t cunnipui bw, ... id.9* 

MICRO MATHSiT >RS TO GCSE 

CONFORMS w O SA ■ r OhLA^ CURRICULUM) .IfcH 

MlCAOPAGSE 3D QOLF .13 99 

MIDMGMT AfSHSlTANCE 1 *9 

MIDWINTIFI .,..„,.,.. , „1§,B9 

MINI OFFKE IW^nn PNLlCt-SSOR SPREADSHEET 

DATABASE QIS^ UTILlTltlJ 3-299 

MONSTEH PACK 2<KILLING G*Mt SiiOw 

AWESOME. &EA&T2) , 11-4* 

MGTOflHEAD 

MVfiTlCAL ...2 94 

NEW ZIAaAAO STOAT" 4 49 


NKLEL MANSELL & WORLD GHAMP*3N$HIP ■ U.M 

MlCLf AM WAR .nu...n..,. U ..MI 

□ PI HA 1 1 LIN YiOLF -. 9 *1 

PACM4MA 9.9* 

PACESETTER 3 n QtSK TOP PUBLISHING 34.99 

PAGESTREAM 2.2 DCSk. TOP PUBLISHING 1S1.4* 

PAINT N CREATE EDUC-* 1 H^NAl A.B7 i t- i tfl.95- 

PANG „.™ - 4-49 

PAPIASOL STARS ■ 14,44 

PAWH i-VSCROLLBl -. T.44 

PEN PAL WOHD PROCESSOR 94.9* 

PERFECT GCN-fPlAL 22.9* 

PGA TOUR -SOLF + l:uuhSES 1*4* 

PGA TOUR GOLF COVASE DISK 11.44 

PpNBALL DREAMS (1 MlCl - 14,4* 

PvflATtSlhOP - . a... 14-B* 

PrTFiOHTEfl *-44 

P\AH r . FROM OUTER SPACE .. ,,.,33M 

Pi AYfcli UaNACER ^... u . u ...u.. u ..»..-4-94 

POOLt OF DAJItSESS 7199 

POPULOUS A SlM CITY _ lj... 1*99 

F-OPULOU! A 1**9 

POPULOUS 2^ MMp,- - 1*49 

populous ? i disk 21 99 

POPULOUS 2C*AUL(NCE DATAOISK... I * 99 

PDWEP UP ICHAM M<3. TUtVKAN, K^UT. 

ALTERED BEAST MAIHHl':w INLANDS i (NOP) *.B9 

POWERDRFT/NOPl J 9* 

POYiERpKJhfGEH «.-,..„.«„.-.- 1*41 

POWER MONGER WORLD WAR 1 OATA DISK 11 4B 

POwERrtORKS -MAKIPLAR PLUS SMHt A LAhEET, 
KIND rtOROSa WORD PROCESSOPl mFOFlLE 

OATABASEl iNOPh u .. u .. u ..« » SW 

PMhMltAE ■ r,1Ml 

PPIK(.:* UF PERS-A |' MEGl 9 94 

PRO TRMHlS TOUR 2 -,._.. u .. u ... ..1* 99 

PROJECT 1 nut CI - - 1*9* 

PROTECT VERSION 4 3 rtOfii> PROC ESSOB .. .3* 99 

PUSH OYER -.«...«.„ J ..-„.,..,r, 1**9 

O-JEST 1 G^ORY iB-OODWiTJH MlllWINTtn 

CAP AVER, BAT| ,.1JJ4 

MmOhiiSSi) w., AM 

H TYPE ,„., - — - J-4B 

aAGNAJifi* -..n.—.r,..-, 2*99 

RAILRCiD TYCOON |1 HU 11.9* 

RAINBOW COLLECTION ill .lBBLt BOBBlE. RAlHBOnY 

ISLANDS. NEW ZEALAND S r^KY; inOP) 9*fl 

AAMPAJRT .,.„„„„.. 1«-*4 

Mm U ASEBAlL 2 (HOP) .11-** 

RiMM FOR THE SKIES uu .-..„-..».....t4UH 

RED MAMOs il MEG| ,22*4 

RISE Of Th* PAAOON |1 UEO) 25 *9 

RISKY WOOD* '999 

ROAD Fi ASH 19.49 

RO&DC0P3. „ _ 14.4* 

HOLLING RDNNY .. .. 9.9* 

ROWE .,.,,,„ 11.4* 

ROOKIES •»B-** 

PORKE'S DRIFT IB.** 

■lam WOR1.DCUP - I-** 

SABRE TEAM.. 15-1* 

SCRABBLE DELUXE .li-l* 

KtfMHdhLE WORD PROCESSOR -H-44 

HCMT 0# MONKEY ISlA^HO l *• MEG) ., 19 9» 

SECRr ' ' M«.:sx£Y i&i.AH4>2 H 9t 

SECRET W TNI Am. vEfl flLA0E(1 HEG|> 1*9* 

SENSIBLE SDCCf A ~— -1*.B* 

&HAMW OF THEMA1T. B-B* 

SNAOOW DF THE BEAfif 3 V*llH ShhRT 4.9* 

SffAOOW OF THE BEAST 3 -1*4* 

KHAOOwLANDS 14-44 


CHOOSE FIOM 3 GREAT AMIGA 600 & 600HD PACKAGE DEALS 



AMIGA 600 
LEMMINGS 
PACK 


BUILT-IN TV MODULATOR, T MEG AAM EXPANDABLE TO 2 
MEG 

I TEAR IN M&ME SERVICE WARRANTY WITH OPTION TDj 
EXTEND 

FREE DELUXE PAINT 3, FREE LEMMINGS, 
FRE SPE CI AL RESE RV E MEMBE R5HIP 



AMIGA 600 

WILD. 

WEIRD, 

WICKED 

RACK 

319.99 


MICRDPRQ5E GRAND PfllJt. PUSH OVEfl PUTTY. DELUXE 
PAINT 3 BUILT-IN TV MODULATOR I MEG HAM L W NC'Afl . F 

1 VEAR IN HOME SLRVICL WARHA'JTy wiTh C-PTION TQ 
EMTEND 

S^tClAL RESERVE MFMBEHSHIP 


^ jfl 

|E P I C 


AMIGA 
600HD EPIC 
PACK WITH 
INTERNAL 20 
MEG HARD 
OHIVE 

449.99 

EPIC. HOML. MVTH. TRIVIAI, PURSUIT, 

L AHflUAOE LAB, DtCTKMAAV 1 |4 LANGUAOFSK OELUKE PAINT 
J RUIL7 IN TV UpDULATOR 1 MEG RAM EJt P.ANOARI E TO 2 
MEG. 1 VLAFf IN-HOME SERVICE WARRANTY WITH OPTlU*l TO 
F^-FND 

FREE SPECIAL RESERVE MEMBERSHIP 



(HARDWARE PRICES INCLUDE VAT & CARRIAGE TO UK MAINLAND) 


SHADOWOfiLOS 

SHUTTLE 

MLEHT SERVICE 2i|1 MEQllNOP}. 

NIMAMT 

5IMCIT\ ft POPULOUS 

SIMCmr A»«NTCiTiE3 

SJMCfTY FUTURE wORldi 

SIM CITY TERRAIN ED1TD* .. ...» ....... n 

SPACE CRUSADE 

SPECIAL FORCES 

%Pt* l>tiAUL. 3 .._ ...Bl 

SPCUING.PA* IT-T3 YflS| HI 

SPlRftOF CxCALduR |l MECirNOPl .41 

ETARUtH — -■] 

STEVE DAVIS SNDDKr ft 4 

STORM MASTER 

STflATEQV MASTERS i POPULOUS. tftJNtift. 
SPIRIT OF EXCALIBUR. CHESSPLAVIR 7199. 

DEUTEROSl 

S'flEET^tOHTEfl 2 

4fME4E _ 

tfUART PEAftCE'S SOCCER SELECTION S 
IKICM-OfF J. MICROPROSE SOCCER. 

h' ASCHr S f £ ft UNITED. rhT SOCCER) 1 

SxlPIR HANC ON ■■■ - 

EAHPER HWO - - 

EAJPEH SPAt:i- INV A-2-fti 

SUPREMACY 

SWORD DF SODA* .„,„, n ,. ra „r-„ n „^, 

T.N.T |APB. HARP 3Nlv:s l cobis 

DRAGON SPIRIT. KK BOTSl^NOP) . 

TEAM YANKEE -, 

TERMINATOR 2 

THE LOST TREASURES OP INFOCOM I 

ISOCLASSK INFOCOM TlTLESl 

THE MANAGER i SOP 

THUNPfftHAYfK . 

TITUS THt P&A* • .. - - 

TRCOOLEPS .■ii.n.iiM 
TROJAN ALIEX 'LIGHT PH*ZlR MMtj 
TRCJAN CY9EF ASSAUL" iLl^l P-IA2LP 0*Wl I 
TAG-JAN - FIRESTAR. LIGHT PhAZER GAME;- 
TROJAN - THE ENFORCER ILHJJriT PHA2ER GAME 

TY iPORT4P<WTBALL - 

uoti % 

ULTIMA »....„»...*„, — -% 

ULTIMA t I' MEG) .,..«...,..r, 

UTOPIA 

UTOPIA h€V* WORLDS DATA DI*K „ „.. r ... n 

YlKJNGS - FIELD OF CONQUEST . .. .. 

VftOOM 

YrOOM data ubjk ._ . 

WA4.F4R - - 

Whirl Lt 04* HRE {HARD ORIWi . PO^ERORIFT 

CHA44H.O. TliWOOUTftUNNNOPl 

Wl«5 CONMANUtR 1 _ - 

WIZ KIP - -, - 

WHIPPY I HftNt OF THE CCSMt FORGE 

WDLPCHILD ,..^..„.,-,„r 

WORDWDflTHVl 14 AWOP Wi+ftOCEBSOR 

■ 5FJECIAL E.MHANCC^?Mfii vmSiiUN wiTh i 

UPGRADE FOP AMIGA A54Q PLU4> ...» 

WORDYIORTH Y1 iE A609 WiPPOCESSOR 

■ SPECIAL E STANCE D2MEGYEASI0N WITH 1 

i. PGRaDE FOR AMIGA ABH4 _ 

rtEJilClwORTH WORD PROCESSOR 1 1 MEG i 

WWl WHltTUNO _ 

WWI A'R| SI I INl.J V 

XENON I MEGAtlAtT . n .. n ..-..., 

Z0Oh.I1 MEGl _ —M 


l 


SONY 
KVM141Q 
14" FST 
TELEVtSlOi 
& MONITOt 

WTH REMQTT 
CONTROL 

199.91 


F -.ARLFS Mn*JITOH QUALITY PICTUHL *H0M 
SLPEA NES MEOAORN'F OR MASTER SYSTEM 1 VI* 
SCAHT CONNECTION ALSO SUITS ATARI ST AND i 
COMSOL FS VIA NDRMAL RF INPUT. 
INCLUDES REAR SCART.1URQ OR FFtONT fiJV II 

.;frdm sufer r+ts lmlmeo lead op video 

CAM ERA I TO A-V CHANNEL. SO CHANNEL TUNING 
BLACK TRINITRON SCREEN INCLUDES INDOOR 
lODP AERIAL. EXCEPTIONAL OUAlITT. 

FREE SCAHT LEAD -STATE AUKjA 5£6A 3RSHE£| 
FAETET SPECIAL RESERVE MEMBERSHIP 


0279 600204 • Special Reserve Sales * 0279 600204 * Special Reserve So 


Call 0279 600204 for a FREE colour catalogue $fa,€<C<Lat Re4e<ive 

* f games C(u6 



CITIZEN 1 20D+ mHinTUI 

9 PIN. SO COLUMN, I 44 CP&S5BHLGv 

5HL &'1 DRAFT FONT. 24 MTH WARRANTY 

MlGH {JLiALU V U-&N& PRINTER 

MEMBERSHIP 
FREE PRINTER LEAD 129 99 

CITIZEN SWIFT 9 

WITH -COLOUR KIT 3 PIN. *0 COLUMN. 
I^CFSV+flNLQ. 3NLQ< I DRAFT FONT. 
24 MTH WARRANTY. A 9 PIN PRINTER 
WJTM COLOUR FACILITY AND FULL PAPER 
HANDLING TUNCTiONS 

MEMBERSHIP 
FREE PRINTER LEAD 

FPF.F colour *.n~ 


184.99 


CITIZEN 224 24 PIN 

WITH COLOUR KIT BU COLLI IAN, 
1A2CPK^4LD 3LO.l DHAFT FONT 
2* MTH WARRANTY, » PIN LETTER 
OUALITY PHIMLH Wl 1*1 EXCELLENT 

anAPtvcB (SBflooso Dm. 

Fftf MLMBtRShiP 

PRINTER LEAD 
FREE COLOUR W 


224.99 


CITIZEN 240C 24 PIN 


WITH COLOUR KIT «0 COLUMN, 

24DC PS.'&aLC. slqj 1 DHAFf FONT. 

24 MTH WARRANTY. ADVA NC E 0 VERSION 

OF 24£ WITH AUTOSET FEATURE AND 

LCD CONTROL PANEL 

MEMBERSHIP 
FREE PRINTER LEAD 

frff colour x.rr 


279.99 


STAR LC24-20 24 PIN 

H COLUMN, 1 E2CP5'E4LQ. 

SLQ/t CRAFT FCNT 15 MTH WARRANTY. 

;i PIN iu*LirY AT* PIN PfllC€ 

MEMBERSHIP 
PREE PRINTER LEAD 204 99 


CANON 8J-10EX 


BUBBLE JET 


£4 NOZZLE, BO COLUMN, B3LG CPS 
2LQ/1 DRAFT FONT 12 MTH WARRANTY 
A SMALL. POR1 AOL£ PAINTER. VERY 
flUIFT iN GFFHATTON VET GIVING 
0'jr3 I*nDinG PRINT QUALITY 

MEMBERSHIP 

PRINTER LEAD 


229.99 


IN ICOLOURJ FOR CITIZEN SWIFT 9. 21 27* OH J40C ,.17 W 

FOR CITIZEN SWIFT 24. 224 OR 240 ,.,.Mt 

IN FDR CITIZE N SWIFT 1 DH 1200* S.SS 

IN iCOLQUR* FOR STAR LC300 - 10« 

FOA STAR LCM 

3N FOR STAR LC2CO ^............u, t.M 

IN FOR STAR tCM-30 * 99 

CARTRIDGE FQH BJ10f X 1* QQ 

=H LEAD {PARALLEL] FOR AMIGA, ST OR PC 7.M 

:OVFR FOR tfl COL UMKI PR'NTFR l CLEAR PVCj 4 99 

(3 VP HD0+ 52 MEGABYTE 
AMIGA HARD DRIVE ISERIES II) WITH 
EXPANSION SLOTS TO UPGRADE 
AMIGA RAM TO 6 Mf 0 

314.99 

dVP 2*1 MEG AMIGA RAM EXPANSION 
I SiMMS FIT IN GVP HA HO DRIVE TO 
EXPAND AMIGA BY 2 MEG Oft 4 MEG 
RAM) 

mi iijiji itini... , B'S-99 




PREMIER CONTROL CENTRE P-OR 

AMlCA AW0 (CUSTOM FIT) 

IS-TEEL MONITOR STAND WITH 

EXTRA SHELF FOR EXTERNAL 

DtSK DFHVE5 ETC PLUS CAHUhG 

FOR EASIER CONNECTION OF JOYSTICK !>'MICEJ 

H4 99 

PREMIER CONTROL CENTRE FOR 
AMIGA ASOO OR AMHI *>LUS 32.94 



2YOEC STEREO 
SPEAKER^ FDR AMIGA OP £l 
R..II T4N AMPLIFIER WITH VOLUME CONTROLS 

MM 


TEC HOP1.US FAMILY 
COMPENDIUM (KmD 
WORDS 3 
W.'PROCESSOH. 
u IMM> WHHTf 5 




TFCHNQ SOUND TURBO SOUND SAMPLER FOR 
AMIGA INCLUDING LEAD FOR ATTACHMENT TO 
WALKMAN'U S-LMAN 
37 « 

SOUND ENHANCER! 
FDR AMIGA 
fROOF-TR, 

SCREENBEAT STERFO 

SPEAKERS? FOR AM*GA OR PC Rf OulRE AAA 
BATTERIES OR MAINE- ADAPTOR. DLSlGNtD 
SPECIFICALLY - FOR COMPUTERS INCLUDING 
HOUNTINOSFOR ATTACHMENT TO MONITOR. 
IfJH 

MAINS ADAPTOR F DH SCAEENGEAT SPEAKERS ? 99 



SNOOKER. JOYSTICK DUET COY b H. * ILL -A ■DCS-K. 
HUD CLEANER & Hi A 4K DISKS AND MOUSE MAT 

47JM 

CLEANING HIT FOR COUPUTFRS 
(INCLUDES VACUUM) 

EXTERNAL 3.5" DfftK 
DRIVE FOR AM; G A 
WITH SONYTCITIZEH 
MECHANISM QUIET, 
High Quality. SL*m 
une design, 

4AM 


POWER SCAN AMIGA 
HAND SCANNER 
(VERSION 2 1 TRUE GREY 5CA lF -00-400 DPI 
' UNCLUOES software: 

■ I-'-. AMIGA RAM WITH CLOCK FOR ASOO AND A5DO- 
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They have odd haircuts- Their first game was called Escape from 
Sainsburys. And with their latest, they've just become the soft- 
ware world's equivalent of Bryan Adams, staying at Number One 
for a record-breaking fifteen weeks. Just who ARE these people? 
Only Gary Whitta was silly enough to dare ask... 



Just who the Hell do 




think they are? 


uryet about the Bitmap Brothers 
- Sensible Software are probably 
the closest you'll get to real- life 
pop-stars m this industry. Let's look at 
the facts: they have heavy- metal hair- 
cuts; they can play musical instruments: 
and they're distinctly odd. Well not 
exactly odd, more sort of... flamboyant, 
really. In fact the only discernible dif- 


ference between therri and most of 
today's pop stars is that their products 
are actually quite good. Over the last 
few years they've been responsible for 
some of the best and most anginal soft- 
ware that the Commodore 64 and 
Amiga have seen - any C.V. that 
includes Wizbafl, The Shoot "Em Up 
Construction Kit, Mega»lo Mania, Sen 



/Oil Hart iind Chris Yates dutside t 
5-pmibl* offices: two men always 
reddy tit prove they're not lacking 
the ball department. 


sible Soccer and Wizkid is certainly not 
to be sniffed at. 

Sensible Software was formed by 
former schoolmates Jon Hare and Chris 
Yates in the Spring of t9B6 - prior to 
that the fong-haired duo (these days 
it's only Jon with the shaggy locks) 
tried their luck in the music biz with a 
number of it has to be said - pretty 
unsuccessful rock hands. Their first 
band Deuce was as much a non starter 
as those that followed it - namely 
Hamsterfish and Dark Globe - and it 
wasn't until their fourth attempt, with 
a band called Touchstone, that they 
were to qet a whiff of stardom.., until 
they discovered in an expose on Break- 
fast TV that the 'promoter' who they 
had shot a video with was, in fact, a 
crook who had done a runner not just 
on them but on numerous Other 
young hopefuls! The cad! 

It was during these musical tin ken rigs 
that Chris first started to get interested 
m computers, gaining his first experi- 
ences by sending off for machines to 
mail order companies, paying w*rh them 
on ten-day approval, and then sending 
them back, The duo's first game 


Escape from Sainsburys, a text adventure 
in which the player was cast as a disen- 
chanted shelf-stacker whose mission was 
to escape from the supermarket while 
avoiding the attentions of the suspicious 
supervisors Unfortunately (but rather 
predictably), rt never saw the light of day 
and it wasn't until Jon and Chris had 
knocked out some commercial work 
(including Sodov the Sorceror, a conver- 
sion of EA's Skyfox and versions of Inter- 
national Karate and Twister for System 
3} that Sensible Software was officially 
formed on March 10th 1986. And the 
rest is sort of history. 

Since then, Sensible Software has 
grown from just Chris and John to a 
company employing six and a half peo- 
ple {the half being freelance musician 
Richard Joseph) and wilh what are 
arguably the company's two best games 
out and about M the moment, the boys 
are enjoymg a level of popularity not 
seen since their old glory days on the 64. 
And with no smalt amount of new titles 
in the pipeline, what better time to cor- 
ner the two men that started it all and 
get some answers, out of them? 
Answers to questions like.. 
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Jon i& obviously a lot better 
ing it up than Chris. 


Do you think that any of your 
games have been at all influential? 

JOrJ: Shoot-'Em-Up Construction Kit 
was, I think, because it set 3 benchmark 
for what was sh*t and what was 
acceptable. I think it showed that you 
can't put out a vertically-scrolling shoot- 
em-up as a full-price game, because 
they're just too easy to knock out. 

There's a big difference between the 
quality of a commefci.nl *hoot-'em- 
up and the sort of thing that SEUCK 
can do though, isn't there? 

Not on the 64 there isn't, but 
on the Amiga version, which we didn't 
do, it's very different. We've often 
thought about how nice SEUCK would 
be it we were to we- write it and to real- 
ly do it properly The Am»ga version 
doesn't even have very smooth scrolling. 
JON: I wrote the built-in games on 
both versions of SEUCK and definitely 


found it harder doing them for the 
Anii9a. I shouldn't really be saying this, 
but we're not getting any money for 
the budget version, so who cares? The 
chugginess of it just makes it crap so 
it's not worth buying - especially when 
we're not getting any royaNies. 


A lot of the gemes thai you've 
had converted to Amiga didn't 
come off quite right, did they? 

Yeah, if you look at something 
like WizbalL the game itself actually 
played differently from the C64 ver- 
sion. People tend lo convert what they 
see, but not what they play. 
JON: You've got to remember though, 
our games are really finely tuned. If 
you took at something like Sensible 
5occer, the control system is so finely 
tuned that just to alter it a little bit 
would fundamentally change the way 
that the game plays. A lot of people 


think they know how to do a good 
control mode but they don't. You 
know how when you're playing a 
game, sometimes you ihmk "God, this 
feeis really sticky, if they'd just speed it 
up a bit if d be really good. " 

There's thousands of games like 
that, and that's what happens when 
people don't pay enough attention 
to the control system. 3D Tennis 
was the first game that we convert- 
ed onto the Amiga in-house and it 
showed in the reviews, getting 80s 
and 90s. If you look at something 
that was done out of house, like 
Microprose Soccer, it didn't do 
nearly as well. 


how well your game is selling, without 
just having to take it on trust. Rene- 
gade are very far advanced in their 
publisher/developer relationship. Basi- 
cally, you're not patronised. 

You've had quite a bit of bad luck 
with previous publisher!, though. 

JON: Mo more than anyone else has. I 
don't think we've been particularly 
unlucky. We're probably a good indi- 
cation of what's average. But we've 
spoken to a few software houses 
recently, and they seem to be chang- 
ing their attitude. Virqm have got a 
more liberal attitude, shall we say, than 
publishers have had in the past. 


formally when I look at a game, all I see 
is a list of things wrong with it But even 
now when I look at SensiSoccer, ei?en 
though it has its faults* it's got so much 
good playahility in it..* ' 

Chris Yates 
ible Software 


You tend not to put all your eggs 
in one basket- 

CHRIS: The major reason behind 
not putting all out games with one 
publisher is so that if one compa- 
ny goes down, we don't immedi- 
ately lose 80% of our business. If 
anything, that's what we learned 
from Mirrorsoft, 


How have you found war king 
with Renegade p em compared to 
other companies you've gone 
through before? 

JONr They're a lot more open. They 
don'i hulkh r you well they might he 
bullshitting us, but if they are it's very 
convincing! You get to see everything 
that's going on, so you really believe 


SENSIBLE SOCCER: 
1992/93 SEASON 


We got rather an overwhelming response 
to- the piece last month on the new 1-1 
version of Sensible Soccer, which Is now 
officially called Sensible Soccer: 1993/92 
Season. The team were still making 
changes at the time of writing, as now It's 
no longer just a case of improved goal- 
keepers, There's now a proper foul system P 
with the referee dishing out red and 


yellow cards for dodgy tackles. It's also 
possible - but not yet decided - thai In 
league and championship games, a 
sending-off may make that player 
unavailable for the next game, as In real 
European competition. 

In addition, the boyi have also includ- 
ed the controversial new Back pass rule. 
So now, if the ball is kicked back to the 
keeper, he can't pick it up - he must boot 
It straight back out. The goalkeeper code 
has been revamped to take the new rule 
into account, so now the player can 
control the keeper like a normal player, 
dribbling the ball and even running 


down the pitch for an attack on goal! 
And of course the team and player 
changes for the new European season 
have been changed - so It's bye bye 
Tottenham and Arsenal, hello Leeds Utd r 
Sheffield Wednesday , Grasshopper 
Zurich (who they? - Ed} and r of course, 
Paul Gascoigne's Lazio among others, and 
a new batch of custom teams. The tour- 
nament modes have also been updated, 
with the Worid Cup Group Qualifiers 
being one of the more timely additions. 
The new version should be in the shops 
soon, with the £3.95 trade-in deal still 
going ahead - more details soon. 
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Sensible Soft ware's offices in tunny 
March, Cambridgeshire, *Wft have 
thsese big PCs with fgur squjllion 
colours that we writt Oil, but it's Stilt 
the Amiga ws play games oa." 



Hu your Attitude changed at all 
over th* years? 

CHRIS: When we first started, the 
main thing was purely the joy of see- 
ing our games out there. But now, it'<; 
skirted to slide more Towards "we 
want our share. 1 " 

JON: You do get to a stage where 
success alone is not enough. You start 
to resent the fact that someone else is 
making a lot of money out of you, and 
they aren't the people with the... extra 
special talent, if you like. I don't mean 
to be arrogant, but if you look at the 
really good games that are coming 
out now, you'll find that there are only 
a handful of people producing them. 
It r s bard because these days games 
are a real team effort, and to get a 
decent software team tog ether, you 
need a lot of people who are all very 
good at what they do The exception 
to that is someone like Archer 
(Maclean), who's very good at EVERY- 
THING that he doe*. 


How has the expansion pf the 
Sensible team changed the way 
yau work? Do you do things dif- 
ferently these days? 

CHRIS: We have changed, yes. We 
tend to concentrate on one gam? 
intensely for a couple of hour-;, *and 
then we'll leave it for the rest of the 
day and have a meeting or something. 

I think it's stimulating, work- 
ing as part of a bigger team. If 
you're working as half of a two-man 
team, after four or five years you'll 
get a bit fed-up of seeing the same 
old person again. It's nice to have 
that interaction with other people - 
you're not so dependent on each 
other, because everybody helps out. 
Myself and Chris are effectively 
becoming like directors - not dircc 
tors of a company, but director of a 
film Designing a game is like being 
d writer-director, whereas program- 
ming is more of an acting role, lt J s 
a bit of a sh*t analogy, I know... 


What do you think of the gener- 
al quality of Amiga software 
throe days, as compared to say 
tha old 8-bit games of the «Os7 
Have things got better or worse? 
CHRIS: I think games today are a lot 
better- There used to be a time when 
<3 good C64 game was better than a 
good Amiga game, but that's all 
changed now. People have expanded 

nto the spatf Tlvil 1hr Amiga made 

JON i It s good to see that we're 
starting to get some really decent 
licences for the first time - ever. Like 
RoboCop 3, which was such a decent 
game that the fact that it had a 
licence attached to it was a bit of a 
novelty. It's good to see people mak- 
ing some effort with that kind of 
game, because there's nothing that 
annoys us more than seeing a really 
sh*t game with a big name sitting at 
the top of the charts. 


How do the games get made? Do 
yOll plan avery thing Out before- 
hand or juft make it up as you go 
along? 

We plan the whole thing out 
when we start a game - and then 
throw it all away and then change 
things as we develop it. 

So how close is some-thing like 
Wizkid to your original concep- 
tion of what it would be? 

It's totally different They're 
two different games. 
JOWe Probably about 1 0 or 1 5% of 
the original game design is. in the 
finished version. The whole point 
is, the aim from the outset is to 
produce a decent game, not just 
stick to some plot that we've con- 
trived. Most of the games that 
we've done, including Wizball and 
Mega-lo-Mania, have turned out 
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very deferent to the way that they 
were when we started them. 

In Sensible Soccer, the control sys- 
tem - which is all you've really got in a 
football game - was totally different 
too. The only thing that stuck was the 
viewpoint and the scaling. In terms of 
how you kick the ball and all those 
things that totally changed. And 
sometimes you have to take inspira- 
tion from other games, like the after- 
touch in Kick Off 2. We tried various 
different systems to make that work, 
but it just seemed that the Kick Off 
system was the best one. If you look 
at the passing in Sensible Soccer as 
well, that's the same as Speed ball 2. 

After a while - and I think this is 
the skill that we've got - you have a 
vision of what an idea's going to 
look like and feel like before it goes 
in the game. That's the sort of thin 9 
you can only get through experience. 
Coming back to the original point, 
we always know when we start a 
game that at least half of it is going 
to get scrapped. We know it's going 
to happen, but it doesn't stop us 
Irtmq it 


Have y/ou been surprised by the 
level of success that yau f v* had 
with Sensible Soccer? 

ION: if we're at Number On** again 
this Friday and we've actually beaten 
Bryan Adams, then it'll have exceeded 
expectations. But up to this point no. 

: Jon's a big headed b***"d. 
He expected it to sell four hundred 
million copies 

No, no, that's not what I mean. 

Personally vp^kiny. I'd nlwnys thought 

that it would be something nice to 
achieve, because I didn't think the 
g^me stood a hope in hell of doing it. 
But as the weeks have gone on and on 
and the game's Mill there at Number 
One, it's really nice. When it first went 
to Number One, we thought that it 
would maybe stay there for about 
three weeks if we were lucky. 


What's been the secret of its suc- 
cess, da you think? 

Well r there's no competition out 
at the moment. Mind you... there is 
some. It's really weird what's hap- 
pened, but I think the market's been 
dead for a lonq time. The European 
Championships, when the game first 
came out, seem like an age ago now 
We'll be playing our first World Cup 
qualifier soon. And well still lose... 


What was the thinking 
the new version erf SensiSoccer? 

We were sort of going to do it 
anyway and have an update of all the 
teams. But we had a lot of people 
write to us to say "Ooh, it would be 
really nice if you did this and that../ 
There were plenty of good ideas, and 
so we adopted some of them. 

We've got plans to do more 
with the game beyond Version Inl- 
and with the original version we had 
plans for a lot of things that we want 
ed to fit in, but we had to get it fin- 
ished for the European Championships 
deadline. 

We never had much time to 
play it, reaMy r with the finished goal- 
keepers, only about one or two weeks. 

They were continually being 


a* 


Jon Hare 
Sensible Software 



done during testing, that was the 
problem. Now, with VT . 1 r we've been 
able to add lots of new features, like 
red and yellow cards, and also the 
backpay rule and all the new Euro* 
pean teams. 

Aren't you slightly unhappy that 
you weren't able to put these 
feature* in the original game, and 
that you're only able to do them 
now? 

Not at all, look at how well the 
game has sold? How could it possibly 
be any better? 


and stuff - it's not a whinge, it's just a 
fact of life - but it's like asking Terry 
Gilliam what's going to be in his next 
film. Odds on by the time it's finished, 
he's left half of it out. That's the way 
you work as a creator, you think of as 
many things as possible that you want 
to qet in the game 

What happened with Soccer was we 
had a really rough physio thing going 
and we qot to the stage where we had 
to make a decision - is this going to be 
done in time? The decision was no, it's 
not going to be finished, it's not going 
to be ready r it's "oi qo nq to be right. 



Normally when \ look at a 
game, all I see is a list of things wrong 
with it. But even now when I look at 
Soccer, even though it has its faults, it's 
got so much good playability in it... 

To a certain extent also, you've 
got to look at what we do. People like 
yourselves ask for Work In Progresses 



Even now r when the time is right to 
do the data disk, we're nowhere near 
getting the physio working as well 
as possible. 

Our attitude's always been that if 
something's not working as well as 
possible, if a feature is really sh*t then 
don't put it m The headers, for 
example, weren't put in the game 
until the last day or two. They just 
happened to work first time, and 
if (hey hadn't there'd be no headers 
in there As for the goalkeepers, 
okay, they've got their faults but 
they're still bloody good compared 
with the goalkeepers in 90% of 
soccer games. 

Presumably yOu'r£ keen to 

Hick Off 3. 

JONi Well, we're keen to see it lail 
(Laughs) I don't know really, I think the 
competition will be good, in a way 
The thing is, if Kick Off 3 does really 
well, all it will do is make more peopfe 
keen to see another Sensible 5occer r 
don't you Think? 
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How much pressure is ther* on 

you to do the sequel? 

I don't think we feel any pressure. 

CHRIS: There's not really any, is 
there? We haven't 100% decided that 
we're going to do it anyway* have we? 
>OW: Well, we sort of have. 

CHRIS: Have we? 

JOtv There are so many more things 
we can do with the game. 

And we're not going to be 
limited by Time scale this time. We're 
going to make it so perfect and won- 
derful that it's just going to he the 
bee's knees. 

How do you tae games going 
over the naxt couple of years? 

CHRIS; I think that the consoles are 
going to come and go. They'll start to 
decline around 1995 and the Amiga 
will still be where it is now. 

Do you think so? The Amiga? 


Jon 

Sensible Software 


What about things like PC and 

That's going to be the 
second wave after consoles, the C0- 
based machines. 

The CD stuff has to develop, 
there's no market there at the 
moment and the development 
stuff is very hard to use at the 


moment. But once it's all up and 
running, providing people will still 
want to buy computer games by 
then, the games industry will move 
into a different gear Consoles are 
just different machines, not a dif- 
ferent type of software r which is 
what CD will be. 


So then Jon, your team Norwich , 
eh? They've had a bit of a good 
start this year, haven't they? 
How do you rai£ their chancoi 

this season? 

Norwit h cilw^y^ do badly over 
Christmas. I think they've had three 
good starts to the season in the last 
seven years. Give them until Christ- 
mas and if we're still up there then 
we'll have avoided relegation, 
which is one good thing. I'd like to 
say we're going to end top, but I 
think we'll probably end around 
fourth or fifth. 

And a tip for the championship? 

It's not going to be Blackburn, 
I reckon it would well be someone 
like Arsenal. 

Why wouldn't be Blackburn? 

Because they're [and here Jon 
5a id a very rude word indeed I. 
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CANNON FODDER 


The next biggy from Sensible - coming 
in the New Year vis Virgin Games - is, 
depending on who you speak to, sort of 
an extension of the ideas that first 
cropped up during the development of 
Mega-lo-Mania* To see it play in its cur- 
rent state. Cannon Fodder looks like a 
cross between Mega-lo-Mania, Lem- 
mings and Dad's Army. The player is put 
in control of a small platoon of hard sol* 
dier types, who must progress through 
100 independent phases* each set in its 
own landscape and each with a specific 
mission to complete. In simple terms, 
the player's; force comes up against a 
computer-controlled enemy force, and 
the two kick the stuffing out of each 
other * in the most strategic possible 
sense, of course. 

It looks (an d P to some extent, plays) 
like an arcade game, but there are RPG- 
style elements - each member of the 
team has their own skills and abilities* 


built up by their experiences throughout 
the game. There's a wide range of 
weaponry at the ready, starting off with 
guns, grenades and mines and progress* 
ing up to the more wholesale carnage 
available with rocket launchers, tanks 
and helicopters, all fully controllable. 

The military aspect has been played to 
the full - each squad member is pro- 
moted through the ranks as missions are 




completed, and the platoon can be split 
up into smaller teams or individuals* all 
of whom can be given army-style stand- 
ing orders - shoot on sight, etc. In the 
finished article, missions will be set over 
a variety off terrain types* including jun- 
gles, icy regions, deserts and rocky 
wastelands. In the game's early current 
form, however {it was actually started a 
year ago* but left on the shelf for a 
while so that time could be devoted to 
more pressing projects), there's little to 
see and, true to Sensible r s form, there's 





likely to be a LOT of big changes before 
the finished version goes out the door. 

The moot point at the moment is 
whether the game will lean more 
towards the arcade or strategic side P and 
there's still a lot else to be decided and 
re-decided* Something that will defi- 
nitely be worth keeping an eye on* 
(hough, is how the game will shape up 
against Rookies* a game also in devel- 
opment for Virgin, due for release 
around the same time and looking 
strangely familiar in gameplay and 
graphical style. 



Tonight you could take Covert Action against 
foreign agents, deploy Special Forces on a secret 
mission or fan the Flames of Freedom 



Alternatively, you could have a game of draughts 

[f thrills* spilU a nd cxt i u- 1 1 1 ei n inn m if I Lite 
vuu. jjci di< I Hired games out. Bui when 
die clc^iinv of mankind clui K<.- \li:i|k-d I p^ 
-. ■: ■ 1 1 1 decision v yon could play a more 
initial iole. 

- 

An- um skilful enough lo dmllrntfe ivild- 
eved political extremists and lunatic 
military dictator*? I Jo vou have ihe 

■ 

Covert Action, Special Forces, Flames of Freedom - 
all classic games from Europe's Number One Software Publisher 

UiciotWi- Lid. I nil J JLuupn>ii Road Industrial Lst&fie, Tetblliy, Gfc*. GLB81 l> - I K IVh iHifHi THM :iL>li 


expertise' tu It ad an elite- infantry unit 
across the- world's liiom htlii Iicl mis 
terrain? (Ian you umavd intricate wehf o| 
espionage ami m [Infringe aghast all <whK* 

t-~ i 1 1 c I I- HUtflU nil n m h til llrai '■mm' 
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'The most original 
funny, and clever 
arcade game I've 
ever seen - it's also 
by far the most 
playable and 
addictive." 

"Go and buy it now or 
be condemned to a 
life of never knowing 
what you missed." 
GaryWhitta 
The One * 92% 


"The most refreshing thing in 
years, and so individual it's as 
much fun to play as it obviously 
was to write. If you don't buy 
Wizkid, your life really will be 
a lot poorer." 
Mark Ram shaw 
Amiga Power - 91% 







"ft sets even more complicated when 


you discover that Wizkid isn't just a 
simple platform romp. There are huge 
mat gobbets of adventure/roie play- 


playing game lurking in there too 


v Superb area fcstyk,BUyiPJT 
Marcus Dyson Amiga Format ■ 93% 
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OCEAN SOFTWARE LIMITED 
2 CASTLE STREET, CASTLEFIELD, 
MANCHESTER M3 4LZ 
TEL: 061 832 6633 
FAX: 061834 0650 



DAVID UPCHURCH 

Dave's wlII pleased with his past 
month's work. The work- 
machine we call 'tubby' has 
stretched his single braincell and 
written two (yes TWO) massive 
four-page review*, and he 
doesn't mind who knows it. He's 
even taken to walking the back streets of London 
wearing a sandwich -board* proclaiming himself the 
Cod Of All Reviewers' to anybody stupid enough to 
appear Interested (which is nobody). 



— GARY WHITTA 

Mj Gary's also been 'hard at it" this 

fibfc month although quite what that 
jflkfl P it' is, nobody knows. Oh, and he 
HR| t went to see Patriot Games 
-if — which, in his own words r is 

M flflfek " eMce M er| t l » He's currently trying 

■ ll H* ■ to organise a trip to view Carry 
On Columbus birt F unfortunately, no -one else will 
lower themselves to the depths that Gary 
constantly does, If anybody else is interested r 
though, then write to Cai at the ususal address r 
please. 


SIMON BYRON 

)« The One's very own Worzel 
Guffi midge was this month 
P^^^p | found to be sampling the 
MVU delights of Legend of Kyrandia 
■HP-' Streetfighter II - both of 

which were so good they 
^^^^^^ m reduced him to a gibbering 

nonsensical mess. We probably wouldn't have 
noticed the transformation had someone else not 
pointed it out. but now lie's snapped out of it p 
Simon is well Of) the road to recovery. According to 
Simon, his doctor has informed him that the only 
treatment is a prolonged course of tea, cakes and 
sitting around on the stairs - and like any good 
patient, he's obeying doctor's orders to the letter. 
Especially the bit about the stairs. 


ROB CARTER 

Rob s on holiday at the moment 
so he's doing about as much for 
the mag as he usually does. 
"Somewhere in Scotland" is what 
he told us so if you're up in the 
Highlands and you stumble 
across this very sad creature who 
looks like a member of the Sham en, please be so 
hind as to point him in tha direction of the EfiAAP 
Towers. On second! thoughts you'd better keep him. 



THIS MONTH'S FAVES 
The games that have he Id peel us make It 
through this Issue with our sanity intact are, 
in no parti cu Jar order, Sensible Soccer. Pin bail 
Fantasies, Road Rash, Assassin and Speed ball, 
2 (which Gaz is the best at, by the way). / 
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Wing Commander 

(Origin) 

54 

Pin ball Fantasies 

(21st Century) 

56 

Shadoworlds 

(Krisalis) 

59 

Road Rash 

(Electronic Arts) 

63 

Zyconix 

(Accolade) 

66 

Paladin 2 

(Impressions) 

68 

Curse Of Enchantia 

(Core Design) 

72 

Sabre Team 

(Krisalis) 

74 

Doodlebug 

(Core Design) 

76 

The Legend Of Kyrandia 

(Virgin) 

79 

Assassin 

(Team 17) 


THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 

0-25 Rubbish. Offensively low quality. 

26-49 Below average. Not acceptable by today's 

standards. 

50-60 Above average. But still plenty of room for 

im p r o ventent . 

61*70 Fair to good. Lots of nice points, but in no 

way perfect. 

70-80 Pretty smart. Above accepted standards. 

81-90 Extremely good. Top notch impress iveness. 

90+ Simply excellent. Breathtaking. 


THE OVERALL SCORE 

Obviously, at the end of the day r when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 
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Have you got what 
it takes to save 
the Galaxy from 
alien scum? David 
Upchurch mutters 
"Red Five 
standing by" into 
his flight helmet 
and prepares to 
find out if he 
comes up to 
scratch... 



ar into the future - the 2 7th Cen 
tury r if we're being precise - a ter- 
rible war rage??. The Kilrathi, a sav 
age warrior race of cat-like aliens, 
have at last found a ipeue* with 
the furbalh to stand up to them and, you 
guessed it, it's us humans. Our thin line of 
defence is provided by lone Star Carriers 
which cruise the border space between the 


ii • 


Terran Confederation and the Kilrathi Empire, 
each of which is home to several squadrons 
of fighters ond the pilots who fly them. 

Aboard the Carrier Tiger's Claw, which 
fjcHroK l run notorious Vega Sector, is a rather 
special pilot - you! Along with your comput- 
er-controlled co-pilot buddies, you have to fly 
various missions and it's your performance in 
these that decides the future of mankind 
Who will come out on top - the noble humans 
{hooray!) or the overgrown moggies (boo!)? 
Eight out of ten Kilrathi, who expressed a 
preference, said that they'd choose the latter 
option... 

Wing Commander is the game that 
comes closest to being an 'interactive 
movie'. Animated cinematic sequences 
move the plot along between missions and 
the actual space combat is depicted using 
detailed bitmapped ship* for greater realism, 
the end result being a game that really docs 
look and feel like a top science-fiction movie. 

When Wing Commander <«ime out on PC 
it went down something of a storm,., as long 
as you had a machine decked out with go 
faster chips and a weighty hard drive. There's 
no doubt that it's the most ambitious PC-to- 
Amiga conversion yet. But can the Amiga 
cope? Well, here's where you find out! 
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(Top) Messages are constantly 
being transmitted back and 
forth between the ships. By call- 
ing up the co mm s screen and 
choosing between the multiple 
choice options, you can tell your 
wing man to engage the enemy 
or break off. or request landing 
permission on the Tiger's Claw, 
or even taunt the Kilrathi with a 
few wall-chosen insult*. 

i Above)- Kilrathi pilots are not 
the only dangers you'll meet - 
these asteroids also pack a 
punch, and it takes skill to avoid 
ttwm. You can sat your ship- on 
auto to- do tha boring job of fly- 
ing you from nav point to n*v 
point, and it'll slip straight 
back into manual control if 
you encounter enemies 
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You're out off the Naval Academy now and 
assigned to the Tiger's Claw where real combat 
beckons. Your first mission Is a simple patrol 
around the Enytt System. Shouldn't be too 
difficult, should It...? 



Apart from the standard view looking out ovir 
the no ie at the ship, there are side and back 
views to simulate your head looking around the 
cockpit and a number of out-of- cock pit views, 
most of which actually aren't that helpful. The 
only time these work is when the game cuts to 
them automatically to highlight a particularly 
exciting or dramatic moment in the game (you 
know, you're ship exploding or something J - as an 
actual aid to playing they're not that useful. 


Colonel Halcyon details the 
mission requirements, Basically r 
the simple rule ii 'Don't f pre 
unless you're fired upon'. Don't 
want any civilian casualties, 
after aJL 


Scramble! Scramble! The pilots 
race through the ship's decks 
and into the docking bay. A 
quick pre-f light check and 
we're away! 




So f ar r so quiet. But as you approach the first 
Nav Point three Dralthi-class medium fighters 
intercept you! A short but sweet fight ensues 
and soon the Kilrathi pilots are eating vacu- 
um... 

(Below) Aaaiieef Uncharted asteroids He 
between Nav Points 2 and 3. Take evasive 
action NOW! 


(Below) More Kilrathi; this 
time piloting Salthi light fight- 
ers. Again, they prove no 
match for your dogfighting 
skills Are are soon nothing but 
fading clouds of plasma. 


This is When Wing Commander is at its most 
excitmg; you and your fellow pilots are locked in 
combat arOUnd a massive star destroyer oir ip.xe 
station *ndj as you fly around the massive super- 
structure chasing the Kilrathi filth, you can see 
yout comrades dogfighting (or should that be 
uitf ighting?) in the distance. It's all very reminis- 
cent of classic Star Wars' moments. 


Battered r bruised but unbeaten you return to 
the Tiger's Claw. Hey, Kilrathi - anymore 

for anymore? 
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[Above) The early missions are simple 
sector patrol duties but later on you 
get to escort cargo ships and attack 
Kilrathi dreadnoughts- Sadly there 
are no missions set over planets, but 
the ones provided are plenty exciting 
enough SO it J S no loss. 

(Left) The Tigers Claw pilots' quarters 
doubles as the SAVE gjrui' screen. By 
clicking on an unoccupied bed you 
can save yor current game, Sleeping 
pilots represent saved games, and by 
Clicking on them you can restart rm 
old game, 
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{Above) Death is always a tragic 
event, especially when it happens 
you. Once the Fleet manage to find 
your corpse (or what's left of lt) r 
there's a tear-jerking scene of your 
remains being jettisoned into space, 
complete with full military honours. 
You will, we hope, be missed. 
Alternatively, if you happen to per- 
form especially well in your missions 
you may be lucky enough to be be 

rded with a medal by your supe- 
riors, again depicted by a full 
animated sequence 


(Above) This navigation screen < m be called up at any time during flight. It basically plots Out 
the route you'll be taking through space an your current mission. You can also change navi- 
gational headings here, although generally speaking it's best to leave it all alone and just 
tarry out the mission as you were instructed by your superiors. After all. you don't want 
to be court-martial led do you? 



PILOTS! TO YOUR SHIPS! 

As you progress through Wing Commander it s like- 
ly that at some point you II get to pilot each of the 
f out different Confederation fighter craft. Each figfrt^ 
er is fundamentally the same - they all have a radar, 
(omms system, shields and a selection of arma- 
ments, including both lasers and missiles {dumb r 
homing and heat-seeking) - but their performances 
vary radically. And beware - being given a new ship 
Isn't always a compliment; as some of these craft are 
real pigs to %- 



HORNET 

This light fighter it essentially the beginner's ship 
and the first one you'll get to fly. It's nippy and 
manoeuvrable, but too lightly shielded and under- 
armed for any really big scraps. 




SCIMITAR 

Try to avoid getting saddled with a Scimitar, if you 
can. This medium-clas* lighter is the slowest of the 
lot, thinly shielded and even more thinly armed. A 
flying coffin, if you ask me, 



RAPIER 

Ally favourite ship, the Rapier is another medium 
fighter. It boasts the highest maximum velocity of 
the four ships available and Is sufficiently well 
tooled-up and shielded to make it a good general- 
purpose fighter. 



RAPTOR 

This heavy flgftter is probably the best ship for the 
coward. It's reasonably fast but very heavily shield- 
ed and packs a punch that sends the Kilrathi flying 
into the next star system. 
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(Above) Before each mission the 
Carrier Commander gives the pilots a 
thorough briefing, Here's where you 
find out exactly where you're going 
.mid whsrt you tan expect to meet so 
pay attention. These animated 
Sequences are great the f irst few 
times you see them but they do 
become a hit tiresome eventually. 
Fortunately you can "fast forward 11 
through thern with a few taps of the 
ESCAPE key. 




(Above) Between missions you can pay a visit to the bar. Here you meet 
pilots from other squadrons and you can chat to them about dogfight tac- 
tics and war developments. Once into a conversation you don't have a lot of 
say in how it goes - basically you just sit back and watch as your on-screen 
alter ego banters with his buddies. A bit more interaction with the people 
you meet wouldn't have gone amiss, it has to be said. Alternatively you can 
have a go on the bar's video game (shown in the bottom left comer of the 
screen). lt J s is a combat simulator and provides a good - and completely 
safe - chance for the novice pilot to brush up his flying skills. It you do well 
you can even leave your initials on the high- score table! 
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There's something about Wing 
Commander. Sure, it's great to look 
at and the music and FX are superb, 
but even the prettiest graphics and 
sweetest sound palls eventually. 
Andp lets be honest, it's not the 
deepest game ever created (In 
essence It's just a glorified 3D shoot- 
'em-up) and It's not the toughest 
either; It certainly shouldn't take a 
decent player that long to finish it. 
So why do I find myself returning to 
play it time after time r even when 
I've completed it? I guess if s got 

ething to do with the fact that 
WC (unfortunate abbreviation, that) 
really does feel like an Interactive 
movie 1 . It's got simply bags of atmo- 
sphere and the player/ viewer's level 
of Involvement with the action on- 
screen can become jncredibie. After a 
few days you really start to form a 

bond with the pilots on the Tiger's Claw, so much so that 
losing a chum In a dogfight can be quite affecting. "This is 
all very well and good," I hear you cry, "but Is It fast 
enough?". Well, the answer i$: Yes, It is-, but only just. 
There's no denying that what you've got with Wing 
Commander on the Amiga is a programming miracle, but 
the strain still shows - even when the screen is fairly empty 
the update is never that speedy. However, it's still fast 
enough to be playable and that, at the end of the day, is 
what really matters. Basically, the message is this: If you 
want Wing Commander on Amiga then here It Is - nothing 
added, nothing taken away. However, anyone looking for 
high-speed thrills will be disappointed, 
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REVIEW 


Table-top action returns in the latest sim 
from 21st Century. Simon Byron 
good fantasy so with his 
fingers on the flippers 
he returns to the 
table in an effort 
to prove that 
he's a right 
'Pinball Q 
Wizard' 



p 


.99 Out Now 


inball Dreams went down a 
right storm earlier on in the 
year. A surprise hit everyone 
knew that 21st Century wouldn't 
be foolish enough not to capitalise 
on the enthusiasm they'd drum mi 
up. Not content with simply releasing data- 
disks, they've completely redesigned the 
game with four new and interesting tables 
and a wealth of not-included- before fea- 
tures. 

The tables are presented the same as before with the screen scrolling 
vertically to accommodate the whole playing area, Once again up to eight 
players can participate in each game providing a real party-type atmo- 
sphere, especially when combined with a few beers. That's all there is to 
say, really, as when all's said and done it's n pinball game, okay? 


Keyboard 


DISKS 


t R B P X 1 [ 5 
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(Abou^} The 
Billion Dollar 
Garoieshow gives 
you the chance tu 
'win' -Ml manner 
of prices from 
colour TVs to lux- 
ury cars and 
boats What alt 
this rubbish 
means, though, is 
more and more 
points., rhr centre 
pin just behind 
the flippers 
doesn't appear to 
pe as effective as 
the one in Pinball 
Dream* so don't 
expect an easy 
ride on your way 
to earning that 
billion dollars. 


Ttifis Is the best table out of the four with many hidden 
features to be discovered The arcade offers you the 
Chance to play a fruit machine and racing around the 
ramp produces a nice 'loop' animation in the score 
panel. There's a hidden entrance in this table too, 
which can be used to get a massive points injection 


I must admit to being a huge fan of 
Pinball Dreams SO I was really look- 
ing forward to Fantasies. The big 
question is, of course, does it 
Improve on the original? Well, to 
be honest with you I'm tn two 
minds. The scoreboard - with its 
all-new 'pixely' effect - definitely 
looks better and the graphical 
displays that pop up are excel- 
lent. Sometimes, though, these 
messages are so lengthy (En game 
terms) that when they appear the 
first time you find yourself paying 
attention whilst the ball promptly 
disappears. Frustrating to say the 
least. What's the point in telling 
somebody that they now have a 
chance to go for a huge bonus when 
by scrolling the message slowly 

j^Jf* across the dis- 

play the ball 
Is already lost 
- meaning the 
bonus has to 
he re-earnt? 
Admittedly 
once the mes- 
sage has been 
seen once you're not likely to pay too 
much attention to it again but it is 
still mildy annoying. The extra 
flippers are a bonus and offer the 
extra challenge of the sideways 
loops' but some of the tables appear 
more cluttered due these extra obsta- 
cles and at times It can become 
unclear as to where the ball actually 
needs to go. These slight criticisms may sound harsh but 
they f re not Intended to be, after all the original game play is 
still all there and that's what made the first Pinball such a 
success- As to whether you should buy this if you already 
own the first game... Well, I' J say yes but only if you were 

really impressed by the first. Of 
course, if you don't own Pinball 
□reams then this might be a f ine 
time to discover what you missed, 

Stones Sk Bones is an intriguing table. There 
aire a multitude of large scores and hidden 
features to be earnt, including the 'hick back' 
iAihtch stops the ball falling down the left- 
hand flipper gulHey. 






done for pool what he c-Jif1 f « r 
snooKer- Brought it t>-=il il ^ T rules, 
baizo and all to tno home 
computer . 
Poo! features three setA of rules: 
3-Bail UK COin-Op, and «~B^ll ond 
all MS Pro. Vou can practice or 
play *i «i ri£j|c matoh against a friend 
or on@ of 20 coinputer-coritrolled 
opponents. Or wny not involve 
yourself in a toumam«nt as cinu of 

eight players? 
can l«*£tve the cue and 1 
han^tr at l-iome- ArcKer Mac 
Pool Is ell you need. 
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Having rocked the role-playing world with the blockbusting Shadowlands, Teque 
is back with a space-age sequel that should ring a few bells in the heads of Aliens 
fans. Gary Whitta's on a one-way elevator to Hell. Going down... 


Shadowlands in space. Right, 
that's this game described. 
Next! (Don't push your luck - 
Ed,) Well, it sounds a bit blunt, but 
that's basically what we've got 
here. The *someirie RPG produced 
for Domark by Teque last year 
turned more than it* fair share of 
heads, mainly because it broke sev- 
eral sacred role-playing conven- 
tions by being easy to get into and 
understand (heaven forbid!) and, 
more to the point, a lot of fun, 

By taking RPG depth and shoe- 
horrsing it into a format more suit- 
ed for mass consumption (i.e, it 
looked more tike an arcade game 
than a hefty role-player) Shadow- 
lands also managed to hook a few 
people into a genre which is, for 
the mosl part, sadly neglected by 
the majority of Amiga players. 

A sequel, then, is of course the 
order of the day. And while Shad- 
oworlds is by no means an official 
follow-up (the scenarios of the two 
games couldn't be further removed 
if you tried), there can be no mis- 
taking the game's origins. Using an 
improved version of the impressive 
Photoscape graphics system, Shad- 
oworlds is set in the far future, 
after a galactic war so devastating 
has finally convinced humankind to 
renounce violence forever and 
embark upon a new era of univer- 
sal peace. 

But just in case, a single 
weapons research laboratory has 




5THEHBTH 

HEALTH 

lOtlSHT 




HUE : ET mo m-w 

HISTORY : DKRRTIUE RFTFJ EEHE 
W STRONG HID.ITV 
FTT FQLLDUIHE KAEFS5. 
II 6ELII1 S. 


STRENGTH 
kERLTH 
□MEiflT 
TECH 


5TEVB5 1GE : 91 

HISTORY :GBE UiR HER]. CLQHED 



LEHDEF15HIP RBILITY. 
m BREATHE HB.IUR, 


STRENGTH 
ERLIH 

:drert 

TECH 



] KE lr 

9¥ CDIPUTER TKHHO. 
EVERT IH HER FIELD, 
MS LI REE mi EIHEER 
LUEFDRn5 


5TREMBTH 
MLTH 
DJflBRT 
TECH 


mm. hers , 

E: DT H BENE IHR5 % 
RHTE5 PURE » 

IC 


The team of four space marines Is selected from a mass of possible contenders. They're ,i distirif tiy varied bunch 
(there's a malfunctioning droid and a wo If man in the raster), with tha only universal trait being that they're all 
pretty rougH-n r -tctygh characters. Their all -import ant statistics are complemented by a short biog giving tome 
indicators as to- how the character may perform under pressure. As usual, it's bast to go for a mi* of stylei and 
skills rather than just going in wfth r say, four hard-nosed but bird -brained killers. 

been kept active at the far edge of 

the galaxy - and it's to here that 

you and your party of super-hard 
war veterans are sent to investigate 
when contact is mysteriously lost. 
Shades of Aliens certainly, but then 
that's pretty much the point. What 
happens next is anybody's guess... 




Tha four-man marine team beams into the space colony without any 
weaponry {this is an age of universal peace, remember?], SO it's vital to 
find and equip the team with weapons as soon as possible. Light sabres, 
found near to the entry point in handily-discarded crated are the basic 
r tool r although thair power is limited, and so suitable for only minor 
skirmisher with imal! robots. 


Once a pistol or rifle has been found, enemies can be taken on at 
long range. A nice touch is that tha heavy weapons consist of 
two parts, tha barrel and the stock, so players can customise 
thair weaponry by connecting different parts to 
produce a range of different firing effects. It 

makes for a potentially huge array of 
V weapons, if you're willing to experiment. 


(Right) Computer screens set into the wall pro- 
vide simple clues - you'd have to be a very dim 
role-player to not guess that pressing the touchpad on 
the wall next to the doo-r might open it. In fact, there 
are plenty of switches and buttons to fiddle with, thair 
purpose only becoming apparent once you've taken tha 

plunge and pressed J em... 
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Shjekj wUinds' rather pretty Photo scape system has been enhanced for 
5 ha do worlds ■ instead of the first game's primitive torches, which cast just 
a pool of light, characters in Stiadawarlds can cast a directional beam of 
light from a lamp set into their helmet. Light can be cast anywhere around 
the screen, so it's useful for trying to spot any traps that may be lurking in 
the darkness. Unfortunately, the helmet lamps only work when powered 
by the right battery, and they - you guessed it - have to be found first. 
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The ubiquitous inventory screen allows players to manipulate and examine 
objects, check stats and health levels, and re-organise the party. The four 
members of the team can be set up to move in any formation within a 
strategic diamond shape (right of the screen), or -even split up into separate 
task force's which the player can rsiite orders to separately. Single party 
members can also wander off and explore, but they've got much less 
chance UlfVlving on their Own than they ruive with the rest of the team to 
back them up. 

Security robots positioned strategi- 
cally around the complex are 
programmed to attack intruders on 
sight - and thai, of course, includes 
you. The small floating droids may 
sap your energy a bit, but they're 
essentially little more than light- 
sabre fodder. It's the larger robots 
and, later on, the more unsavoury 
adversaries that cause the 
problems^. 
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As the sequel to Shadow lands, 
S hado worlds is just about every th 
you'd expect - more of the same 
stylishly-presented role- playing fun 
with a few notable enhancements 
a suitably moody scenario. Indeed, t 
space-age setting is one of the gam 
strongest points, making a refresh! 
change from the usual unimaginati 
s wo rd-n' -sorcery dirge. There can 
no doubt that Teque have gone all 
to recreate the brooding feel of Ja 
Cameron's Aliens here a and the ide 
ly -suited Pho tost ape system has 
helped them pull it off to good eff 
although, as sophisticated as the s 
tern is, I'm still not convinced that I 
as practical as it is attractive. There's a 
certain amount of frustration when 
much of the game is played in partial 
darkness, and there are times when 
you wish you could just light 
everything up and have done with it. 
If it's a really Alien -esq ue atmosphere 
that Teque were after, some rumbling 
background music and effects would 
have done the world of good - sadly 
there's little worthy of note on the 
sonic side. Regardless of that, 
5 hado worlds is undoubtedly a very 
polished, sophisticated and enjoyable 
role-player - and a big one too. If any- 
thing, it's more action orientated than 
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Shadowlands, with more emphasis on Bill Jnfl 

combat and exploration than eonven- ■ ™ 

tional puzzle-solving. I have a few ^^^^^^^^^■H 
gripes with the control method - it's 
not quite as friendly as you might be led to believe, 
particularly when moving the party about. They're not 
intelligent enough to walk to where you've clicked auto- 
matically r they have to be guided round objects and 
through doors, and this can seem like a chore at times. 
Because of S hado worlds' slick presentation and its slight 
move away from the puzzle side of things, I think it's less 
likely to appeal to hardened RFC purists and more to 
unseasoned adventurers - it's swish scenario and friendly 
interface make it the ideal introduction to the genre. But 
that's not to say it's a pushover and if you Jiked 
Shadow lands (plenty of you, I know) you'll love this. Yes r 
it's a cliche but it also happens to be true. So there. 
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Now AMOS has 
turned Professional! 

AMOS The Creator has brought programming within the 
reach of over 50,000 Amiga users. Now it has been given a 
complete overhaul and the result is a vastly enhanced 
product - AMOS Professional - designed for all experienced 
Amiga programmers. 

AMOS Professional has 200 new commands, taking the total to over 
700. Included in the package is a 650-page manual written by Mel 
Croucher who wrote the highly- praised Liasy AMOS manual, and 
Stephen Hill who wrote the original AMOS manual, Programs 
written using earlier versions of AMOS and Hasy AMOS can be | 
loaded into AMOS Professional for amendment or enhancement. 
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Write programs tiritk ease using the feature 
lacked Ldiiur 


Track dwvn prohleiTTs frif in ihi' fliSinncetf 
Mmitot .V1. hj. 


You grt serious too - File O 1 Facts shim** 
jus! wkafi possible 


• Two discs crammed with working examples, and tutorials 
demonstrating AMAL the new AMOS Interface system, 
collision, detection arid other key topics. 

* A selection of new highly- finished programs, 
including Planet Zyhex (a scrolling shoofem up), 
File O' Facts {electronic data organiser), Quatro (puzzle 
game) and Dithell's Wonderland (an eight-way 
scrolling platform game). 

The result is a patkau e which wUl more than satis fy home 
and pro fessional A\tO$ HNriy. ff'-h fa" t<* u*t \ hyts to kattt - 
it's essential tor the Ami ga. 


• On-line help provides details of the command M the 
cursor position - another click takes you to a fully 
documented working example. 

• A rn-w editor with Limp-down menus, keyboard macros, 
advanced undo/redo,, and multiple windows on screen, 

* IFF animation playback that runs faster than in DFaint 

* MED music library support with MIP1 data send, Noise 
Tracker support, easier access to the printer, serial and 
parallel ports and much more. 

+ MOUTH commands to link sprites to speech output 
from the SAY command to create a realistic talking head, 

An easy introduction.. 

If you're a cum pie te beginner to programming you can make yo 

Amiga really work for you! Easy AMOS is a simplified, ultra-friendly 

version of the best- selling AMOS Basic programming language and it 

will propel you into a fascinating world. 

You will (earn hew toi •Produce impress^ graphical effects 'Create 
and animate colourful objects * Scroll large text across the screen 
• Make your Amiga actually talk * Add music to your creations 

Turn your ideas into reality - arcade games,, adventures, computer art, cartoon animations, home 
Hrmniv, rduLdtional software, demos... the List Ls endless! 

Packed with ready-to-run programs, you can quickly understand how they work, and use the ideas 
in your own programs, There's a Sfl-lewion l ourse to take you through the steps of programming, 

Easy AMOS's stev -b v-step and furs a p proach 75 the nimpkxt 
and cit^ic^t route U\ writing \t\> vrow*t •jp ftrvtm: 



C rea tor trw-cti t chi n$ tf ri \ irta i io ft$ 
xwVJt Iht potivtfitt Bob EMor 


easy amos requires 1 me oft more of ram and three blank 
discs. amos professional rewpj* i mb or moke of ram. 
to upgrade to amos professional contact database direct 
on 051 3s7 296-1. amos professional anpf.asv amos ark stockeli 
by most computer softw ak e retailers. 


UrOPRESS 


Euiopa Hchiw, Adlingtcin Tarit, 
Macclesfield SK104NP 



Motorbike racing 
with a hefty 
amount of cheat- 
ing and violence 
thrown in is the 
name of the 
game in 
Electronic Arts' 
second 

IHegad r i ve-to- 
Amiga 

conversion. Gary 
Whitta straddles 
the throbbing 
metal monster... 
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From tbe moment you turn to the totally unscrupulous first page in the 
instruction manual, it's instantly clear what sort of game Road Rash 
is. A motorcycle racing game, sure, but one where the object is to 
win no matter how devious the required tactics. The action - set around a 
ficticious pan-American bike racing tournament held every year between 
the country's meanest dirtiest riders - is your basic arcade-style racer, hut 
with one notable twist - it's possible (and entirely acceptable in the rule 
book) to clobber opposing riders and try to knock them, quite literally, out 
of the race. 

There are live tracks across the United States and you have to race each 
one against fourteen other 'Rashers', advancing through the levels and 
accumulating prize money with which to buy faster, more powerful bikes. 
And so it goes round and round. The only problem is the constant threat 
of having your neck broken by a timely thump from a fellow racer or by 
falling foul of the maniac car-drivers who are trying to use the road too. 
Oh, and did we mention the cops that make the guys out of CHIPS look like 
Dixon of Dock Green? If you don't end up in hospital Of in prison you might 
just come out of this a rich man... 



PLAYER A 
L E VE L 1 


THE NEXT RACE 
WILL BE IN THE 

SIERRA NEVADA 
S.6 MILES 


Each of the five tracks differs slightly in length and terrain, but the object 
af each is the same - win! You can have as many attempts as you like r hut 
you must finish fourth qr better in all the races in order to qualify for the 
next, tougher level. As you progress through levels you race tho urn* five 
tracks, but they get longer and the opponents and the cops get meaner. 



Road Rash races don't take place on specialised tracks but on public roads 
far from the city. As such there isn't much in the way of roadside obstacles 
and » accidentally riding off the road, although it slows you down, 
needn't be fatal. There's always the chance that you'll hit some rogue cac- 
tus or bush, though, so stay tifjiht on the corners and don't go drifting off. 


Of the multitude of other 
Rashers on the road, there are 
about half a dozen colourful 
characters worth watching out 
for, before each race on* of 
them pops up with a brief mes- 
sage, either commenting on the 
last race, offering some tips for 
the next. Or just shooting the 
breeze as these Californian types 
like to do. Alternatively, one of 
the motorcycle cops might turn 
up with a warning to watch your 
speed - if they do, it's a ture-ftra 
bet they'll b* th*r* r keeping an 
eye on you during the race, 
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Fighting or, to give it its official name, brawling with other racers couldn't 
be easier. Simply ride up alongside your target and lash Out with your fill 
or your foot. Some racer* are- tougher than Others - each has their own 
energy level - and the tougher riders may take several hits in quick *■ u t. C < ■ -.- 
sion before they're finally dismounted!. The basic idea Is that although 
felled riders will I get back on their hikes and continue racing, it costs them 
Valuable second? and 50 it J s a much more effective way pf moving up the 
pack than simply riding past. 



Some riders r who are obviously playing for keeps, have armed themselves 
with truncheons which they'll readily introduce to anyone trying to get 
past them - and that includes you. If you're quick., though, you can grab the 
cosh from the rider as he tries to hit you with it and claim it for your own. 
Once armed with one of these babies., you can cause some serioui ddrnogi' 
to the opposition - but make sure another Rasher doesn't grab It back. 


J M # 



A top- four place in each race is all you need to qualify for the next level but 
yOuil have to do better than that if you're ever going to win enough cash 
for a decent bike. Once you've got down to third and fourth plade, I h+j 
fc/ize money is hardly enough to cover the petrol, A results screen after 
h race shows who came where and how much they got, Finishing below 
hrth r of course, doesn't earn you a penny, 


(Below) The cops are by far the hardest bikers on the road - don't expect to 
knock one of these guys off their perch too easily. They can't fore* you to 
pull over, but ij you're dismounted while the cop's on-screen it's race over 
as you're hauled down the cop shop, First-time offenders aren't charged, 
but there are increasingly- hefty fines for those who continue to flout the 
■peed limit. 
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HURTKEN 498 ITT5 YOURS 
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BIG OH HANDLING i SHORT ON POWER . 
IT'S IMPORTANT TO MAINTAIN SPEED 
THROUGH THE CORNERS OH THIS ONE. 


(Above) 1 Once you've won enough 
money, you can pay a visit to the 
bike shop and splash out on a better 
bit of kit. They start at S50QO and go 
from there, with purf or ma nee. speed 
and handling differing on each 
model, it's down to personal taste 
and riding style which model you 
want, but it's best to work up gradu- 
ally through the list - an 
inexperienced rider wouldn't stand -1 
c h :i tiff on an awesome machine like 
the 1SA horsepower Diablo 1000. 



Cars represent a major menace - it's 
not too bad if you come up behind 
them because you can just Steer 
pound, but those coming the oppo- 
site direction can be too fast to 
avoid if you don't spot them soon 
enough, The trkk is simply to stay 
in the correct lane (remember 
Americans drive on the right), 
although it's all too easy to forget 
this in the middle of a heatpd 

punch- up. 
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All other riders- in the race are 
named and the dashboard displays 
the identity of the biker closest to 
you for at -a- glance reference- In 
addition, the rear-view mirrors give 
s useful warning of any Raphe's 
who might b« travping up on you. 
it's also quit* good for watching 
dismounted riders tumble away 
down the road behind you. 

If hit by a car roadside obstacle 
or dismounted by another 
rider, the player and his 
bike are separated. 
You've then got to run 
back to wherever the 
bike has come to rest 
[the severity of the 
collision 

determines how 
tar away you and 
the mac hine land I 
i and pick it up 
before you cen 
continue. It's very 
bad news, not 
only for your posi- 
tion in the race but 
also for your biike 
which, it damaged 
too badly r will require 
costly repairs. 
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THE VERDICT 
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£25,99 Mid Nov 
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To some ex tent r the jury's still out 
on this one - the office opinions on 
Road Rash are a real mined bag. 
After much playing and haggling, 
and then some more playing and a jtabfuAer 
bit more haggling, we came to the E l*ct ronic Arts 

decision that Road Rash is a good — — - — 

«5 99 Mid Nov 

game, but not a great one. The 

biggest thing in its favour is simply K*¥bMr<w©iritPcfcJo^#d 
that it achieves its most important 
goal - it's a lot of fun to play. It feels 
good, the controls are responsive, 
there's a good sensation of speed nnjfTTTffni 

and there's plenty of action and — Tl ™* 

excitement all round. However, it's 1 fA^y 

saddening to see that the Amiga con- 

W r lift 

verters haven't really bothered to do 

THAT much with the material MM^M 
they've been given* and the result is Ij^/^ Qfl^9 
a game that might be fine on the C fO 

Mega drive but looks and eventwaMy ^^^^^ 
feels a little primitive for the Amiga, 1 Jl If lltii^ 
There's a lot to be said for the fact 

th at Acti vi sion ' s Su per Han g-O n , / U / 

which is getting on for four years OKI 
old p is faster and more polished than V^TT^^TTT^TI 
this. Graphically a lot could have l "*m ir™ " "' 

been done r but unfortunately there's 7 ft 7 

nothing that really stands out and ^^Wl * 

impresses, and the same goes for the ■ ■ ■ 1 A nnn.11 1 3 
music, which sounds more suited to a u E ft Jl l 1 
anSTthanaitAmigaGameplay- ^ ft fll 

wise, you could probably guess at m l^M 

Road Rash's console origins if you M| 
didn't already know - it's about as [ I 

deep as the toddlers' pool at the 
swimming haths r and ultimately its 
entertainment is limited, if only 

because there's not a great deal of variety between the dif- 
ferent tracks and opponents. The police are a nice touch, 
but prospective buyers shouldn't expect too much of the 
game's violent bits - they're good fun and a worthwhile 
addition but not as integral to the action as you might be 
led to believe - think of them as an entertaining side salad 
to the main meal. What Road Rash REALLY needed was a 
split-screen or link-up option so that two players could kick 
the Hell out of each other - that might have made all the 
difference. As it stands. Road Rash is a worthwhile racer 
that's definitely worth a look If you're more into bikes than 
carSi but there are plenty of other speedsters out there / 
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Klax meets Arhanoid meets 
Tetris r that's the best way to 
describe Zyconix. But is it more 
than the sum of its parts or less? 
David Up church reports... 

Zyconix looks - and pl^ys - very much like a two- 
dimensional version of Klax. And, considering that 
Klax's three-dimensional aspect was completely 
false and superfluous anyway, y<ju II appreciate that the 
two games are very similar indeed. The scenario is this: 
rrindumly selected coloured blocks tumble down from 
the top of the screen and collect at the bottom. The 
player can grab them with a cursor as they fall and move 
them around the screen, with the aim erf positioning 
them so that when the blocks finally come to rest they 
form lines either horizontally or diagonally - vertical 
stacks would be too easy - which then disappear, If the 
blocks build up to the top of the screen then the game 
ends. 

From thme to time special icons drift down which r 
when grabbed, have typically beneficial but occasional- 
ly detrimental effects on the player s game. The longer 
the player survives, the harder it get, with the blocks 
falling ever faster. Before the game starts the player can 
make things tougher for himself by increasing the rate 
at which blocks fall and altering the minimum number 
of blocks needed in a line before it'll disappear. 

And that's all there is to say H really. Like most arcade 
puzzle games Zyconix is a very simple concept. But does 

it have that elusive addic- 
tive quality thcit Tetris had 
or is it just an also ran? 



You're certainly not 
starved! of options in 
Zyconix. As well as mul- 
tiple skill levels, you 
can choose to play any 
one of a number of 
variations on the basic 
garrteplay , all 
selectable from this 
screen. Louis's g^mn- m th<- basic 
endurance test - survive as long as possible, 
□aiza J s game plays as normal, but with a wall of blocks already 
in place at the bottom of the screen which have to be removed, Shazta'S 
game is against the clock - fail to get a line within a time limit and a row of 
und est roy able blocks appears at the bottom of the screen, pushing the rait 
upwards. Spry is a survival game r with rows ot u no est roy able blocks con- 
stantly being added to the bottom of the screen, gradually reducing tha 
play area 



Zyconix can be played simultaneously by two players, if you wilhr Each player 
has their own pit r r one on either side of the Screen, Although a nice idea, 
there's very little real point to it as neither player can affect the other's game. 
At the end of trie day you might as well just takes turns. 
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Zyconix is nice - but it's not going 
to set the world on fire- lt r s well 
presented; with colourful but not 
distracting graphics and some 
superb tunes (although these do 
get a little wearing after a while 
so be thankful for the option to 
turn them off). On its lower skill 
levels, where you can get quite a 
pleasant and absorbing little line- 
creating rhythm going* it proves 
more relaxing than taxing to play. 
It's a lot more forgiving than its 
close -cousin Klax ever was, mainly 
thanks to the frequent power-ups 
that seem to appear just when 
you need them to help you out 
the tight spots. Peculiarly r howev- 
er, Zy co nix's virtues are also its 
sins. Its 'easier' nature means that 
it rarely generates any real sense 
of excitement and the power-ups 
introduce too much randomness 
into a game where surely success 
should rely more on skill than 
chance. It might have been nice to 
have an option to turn the power- 
ups off* The end result of all this 
Is that the satisfaction you get 
from creating a line is mini mat 
certainly when compared to a 
game like Tetris, mainly because 
you often don't feel all as much in 
control of what's going on as you 
should do. This criticism makes it 
sound like | didn't enjoy the game 
which really isn't true - I found it 
a lot of fun to play. The only 

problem is that, despite the four game variations and the 
multiple skill levels, I can t see it dragging me back for one 

more go in a year's time like a classic 

arcade puzzl 
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A wide variety of power- 
ups appear f requent4y dur- 
ing the game. One, when 
activated, turns Into ■ ball 
which bounces around the 
screen, destroying any 
blocks it Kits- By grabbing a 
block, the player can try and 
direct it, turning the game 
into an upside-down version 
of Breakout. Another, when 
grabbed and released, drops down like a rocket, destroying all the 
blocks in the column it hits. Although useful in times of trouble, 
these power-ups can also have the dismaying effect of trashing 
any carefully planned line set-ups you may have created. 
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never knew computer games 
could be so educational! And 
today's lesson, courtesy of Mil- 
lennium,, is all about Rome. Rome 
began life as a tiny city -state always 
under threat from neighbouring 
kingdoms. The extent of the threat 
was so great (hat the Romans decid- 
ed to kill everybody and set them 
selves up as a Republic, 

This newly-formed region was 
divided into two classes, the Patn 
dans, the elite of the population 
who held the vote, and the Plebians, 
who had no money and made no 
decisions at all in the running of the 
community. After a century or so of 
this, the Fie bs decided that they'd 
had enough and marched off out of 
Rome, threatening to start their own 
crty (Plebsville, or Bath as we call it 
today), The Patricians, horrified at 
the thought of actually having to do 
some hard labour, begged the Plebs 
to stay - even offering them the priv- 
ilege of the vote? 

During the next few centuries 
Rome expanded relentlessly, con- 
quering all neighbouring states and 
acquiring a vast amount of new citi- 
zens who, once submitting to the 


How we long for those days when the baths were as hot as 
orgies and stealing and knifing were as commonplace as slavery. 
Simon Byron slips into a cosy toga and pops down to Rome for a 
dip in steaming ass's milk with the not- very-ugly Cleopatra 


Roman rule, were allowed to vote as 
well. Unfortunately all this vote 
counting business was becoming a 
hit of a chore for the rulers so they 
dropped democracy for straight dic- 
tatorship and the reign of the Emper- 
ors began. With their advances in 
technology and revolutionary plumb- 
ing system the Roman era looked 
likely to run and run. 

But soon the population became 
extremely complacent and when the 
first cracks began to appear in their 
'perfect' society none of them lifted 
a finger to stop it. Rome soon found 
itself at the mercy of bloodthirsty 
adventurers. Anyone P with a bit of 
cunning, scheming and conniving, 
could eventually find themselves 
wearing the ultimate prize - the 
Imperial Crown. 

You don't know anybody who fits 
that description, do you.,.? 




The conversations in Rome are lim- 
ited to say the least. People will 
often pop by with ■ cheery word or 
two, or Hector will often suggest 
clues of pipe up with sarcastic 
remarks but that's about all. 
Announcements are often, errn, 
announced in these speech 
bubbles, relieving you of the need 
to he in the right place at the right 
time to know what's going, on. 


The volcano soon explodes so hope 
fully by this time you'll be safely on 
your way to Home and the next 
Stage of the game- These unusual 
graphical effect-, reflect the action 
quite nicely and mrm iem« of the f*w 
obvious improvement* over Robin 
Hood r although I can't help feeling 
that the way the static play-area 
backdrops are presented gkv#s the 
impression of playing in a shoe box. 
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The command panel it simple and easy to use. Everything is pretty much 
self-explanatory, so much to that I could type anything I wanted to here - 
although K J m nut going to. 1h* J Us#' and '0v p button^ tiring up sub menu i of 
actions and objects which vary depending on your particular circumstances. 
The 'Who?" Command gives you info on the person selected and 'Map' calls 
□ p, not a pound of sausages as the name might imply, but a map. Follow 
and Run also perform exactly what you'd expect them to so you shouldn't 
find too much trouble with this particular aspect of the game. 
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DO... 

who? ii t *s 

EVN 


The game begins with Hector, our hero, Standing in the high social class 
known as 'the slave'. Unfortunately He-rCUlaneurff [the area where you start 
off) is about to., quite literally, explode due to a rumblmy volvano jn the 
neighbourhood so a hasty exit is what's called for here, In Rome, as in Robin 
Hood, the player is not given 'direct' control over Hector, and if left alone 
for a few seconds hell quite happily wander off to do his own thing. 
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The Map displays an immediate view of the surrounding 
area, with all the various other characters represented 
by flashing dots- The surrounding buildings are also 
shown and it is possible just to click on the exact loca- 
tion you wish Hector to go to, avoiding all the needless 
yvartderirto, about between events. 
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The quest soon changes from a simple take-care of your 
self outing to a strategy- and military- based operation, 
Hector needs to capture the British Standard from the 
opposing army by guiding his men successfully through 
this mission, The controls change slightly in these 
sections allowing commands to be easily issued to the 
troops. They can be made to rally, form up and follow 
Hector - in short anything really, as long as they keep the 
Roman Standard safe. Lose that and you'll not only hdve 
lost your honour, you'll have lost the game too. 
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If you hadn't guessed by now, Rome 
AD. 9 2 uses the same game-engine 
as Millennium's previous adventure, 
Robin Hood. The graphical style is 
almost the same, the controls are vir- 
tually the same, in fact even the criti- 
cisms are the same. As with Robin, 
the backdrops may be pretty r the 
humour still funny {in places) but the 
sprites are too small and the scrolling 
is atrocious. Perhaps with a little 
more attention to the 'front end r r 
Rome could have become an instant 
classic but the sadly-lacking visual 
department makes for some severe 
eye -straining sessions which can 
result in huge optician bills (l r m send- 
ing the invoice for a new pair of 
peepers to Millennium right now}. 
This is a shame as on playing Rome 
reveals itself to be a really (and I 
mean REALLY) huge game with plen- 
ty to do and action a-plenty. The 
way the plot develops Is good and 
the overall storyline is well written 
and neat, It can be quite unclear at times as to what needs 
to be done but this is the case with most types of 
adventure games. Robin Hood was often criticised for being 
too small and too easy but I doubt If you'll hear that said 
about Rome as I think it would take even the most experi- 
enced Roman many weeks of play to become Emperor, 
Cleverly, the way that the game is split into stages, each 
with their own map area, means that although there's lots 
to see and do, the game's size never becomes frustrating or 
overwhelming. Overall Rome falls into the very good but 
not astounding category and r as such, you certainly find me 
thinking twice before chatting this up at the Computer 
Games Bar- 
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Sexy strategy games are hard to find, 

with most being poor slap -dash affairs ^^^J 1^ 

consisting of slow-moving and badly- I H 
drawn sprites. Just because they're |k 
supposed to appeal more to the ^^^tw 
thinkers among us doesn't necessarily I K J 
mean that presentation should be the M 
last thing considered, does it? ^t^^^^^M 
Any way f guess what we have here? iuiii 

Initiaffy the game promises more than ^™ impressions 

Omnitrend 

it delivers with a rather nice opening 

consisting of a groovy title screen and £25.99 Out Now 
blissfully retaking accompanying w w » 
music. Things soon start to progress I | 
rapidly downhill though, and once into M ^™ Y "J* 5 

■ 1Mb 2 
1 

out of the screen at you. Now, I don't WfVPHifi 
dislike this game specifically because ■» ■ 
it's a strategy game - I enjoyed Sabre ;;;{{:" Mpiffl 
Team (reviewed this issue) immensely,. y | |*0 

and the two games actually have a lot 
in common, what with the alternating KMMMmJ 
turns and 'movement points' system. ^/ / f/ \ n xjn 
Unfortunately, although you don't 
have to wait so long between goes 
in Sabre Team, alt Paladin consists 
is slow trekking across the screen ai 
hardly any action- When your party 
travellers does come across a group 
baddies the battles seem unfair and 
frustrating. Casting spells is a hit a 
miss affair and more often than not 
you are simply told 'the spell failed 
with no explanation to stop you fro 
making the same mistake again. 
Seeing as you could have wasted a 
large fraction of your movement 
points attempting the spell it seem 
trifle harsh that no reason for its f. 
ure Is given. Of course, come the 
enemy's go the evil mages chuck t 
spells around like there's no tomorrow 
Is a necessary addition as the missions supplied are dull in 
the extreme and all seem to consist of milling about wait- 
ing to be attacked, I don't know - maybe if you were 
deeply info these sorts of games you might read more into 
it than I have but if you're anything like me and you hap- 
pen to be in my car then you'll be steering well clear. 
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The main icreen is, surprisingly, 
where all the main action takes 
place. Commands are issued vi,i th* 
handy koni and movement It 
achieved first by facing the character 
under control in the direction that 
you wish to travel and than clicking 
m tha landscape directly, causing 
the sprite to move one square in 
that direction, 


A Paladin is a legendary hero and a knight 
of great renown. There's no- one better to 
review a game featuring such a character 
than Simon Byron, who is to hard-men 
what Winona Ryder is to the Haggard 
Women Foundation (i.e. not a lot) 

^^■ver wanted to get tooled up, gath- 
■■er a few mates together and set 
^■olF into magical worlds contain- 
ing all manner of weird creatures? Well 
now's /our chance. Playing a Paladin 
requires skill and cunning, as it's in their 
job description to solve puzzles, rescue 
prisoners and save villages. And whilse 
completing these quests is a task in itself, 
the overall game objective is to take your 
Paladin from the status of freshly-trained 
novice to a hardened, matchless veteran. 

Progress is never easy in these quests 
so a team of assorted allies are provid- 
ed {consisting of an array of Mages, 
Rangers, Swordsmen and Thieves) who 
must interact with each other using their 
individual abilities to overcome obstacles 
and opponents and thus complete the 
quest. The Paladin (that's you, that is) 
has four abilities which increase with 
time and experience. As these four skills 
improve you are given new titles to 
reflect your greater status and your over- 
all performance and, more importantly, 
your movement points {reflecting the 
number of actions you can perform each 
go) are increased. Phew! 



9 Q EJ I 

P OH D Id 

The map can be called at any time 
and displays a view of all th* 
locations visited in the immediate 
vicinity fortunately thi*, doesn't 
up any valuable movement points SQ 
there are no real restrictions on the 
amount of times you can use it. 

The land is populated by a vast num- 
ber of death-inducing creatures who all 
require different offensive and defensive 
procedures. The weirder beasts include 
a 'Ooppleganger J (a kind of nasty 
chameleon) and a "Displacer Beast' who 
always appear one square away from 
where they really are. 

So then, the characters have been 
introduced^ the scenes have been set. 
let's take a look what we're here to see, 
namely the game itself. 
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The Quest Builder allows you to 
design any scenario you tan think 
up. You can place special object*, 
buildings and opponents wherever 
you please as well as setting various 
tele port points and the overall victo- 
ry conditions. Although requiring 
some thought to use, the results can 
be pretty spectacular and, if nothing 
else, will add to the overall longevity 
of the game. 


The thick of the battle cause! all 
manner of effects ta take place. The 
slightly off -coloured blocks in the 
top right-hand corner of the play 
area are the result of a f ireball 
thrown by the evil creature*. The 
ti mer in t h e come r *>f t h e i t. o ^ a rea 
indicates the time left to complete 
the mission and it is reduced by thir- 
ty seconds for every turn made by 
you or the computer. 
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CARTOON LAND GONE BAM 

Whilst publishing his underground comic hck Deebs his unwittingly created 
a parallel universe inhabited by cartoon characters known as DOODLES . 
You are transported into COOL WORLD and seduced, through engaging 
messages, by the Doodle vamp... HOLLI . Visual jokes and gags punctuate 
your adventure as you hop to and fro between reality and COOL WORLD, 
But Hoflfs dream is to shed her Doodle hdentity... to become a real woman 
- with a real interest in Jack/ - ^ ? 

A DREAM WAT COULD . I ^ 'Lf: 
DESTROY BOTH WORLDS! , U £$& 3fe 
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Look out, Lucasfilm. Stand by, Sierra. 
Core's coming through with their all- 
singing, all-dancing, all-British graphic 
adventure- Will David Unchurch be 
enchanted by this Curse? 


The core jnd pun intended} of the game is its puz- 
zles and these ar* oft«n disappointing. Take this 
icene. for example. The robot guards the way Into 
the ship but It won 1 ! lat you past so what do you do. 
Easy - you get a sock from the pile on the left and 
fill it with old coins from the pile on the right then 
whack the droid over the head with the improvised 
cosh. Hardly taxing, 4S if? Some of the problems are 
a little more involved but not much. 


You know how ft IS. One 
moment you're happily play- 
ing baseball in the park with 
your sister, the next you're whisked 
away to another dim ens ion. 

Such is the fate that befalls poor 
Brad, a typical all- American sneakers- 
n' -base hall-cap kind a kid While slid- 
ing into fourth base, a magic portal 
appears right in front of him and to 
hk dismay Brad suddenly finds him- 


self tumbling through time and 
space. 

With a thump Brad lands in the 
magical realm of Zeloria r surround- 
ed by hideously deformed creatures. 
He barely has time to come to his 
senses before he's dragged away 
and imprisoned in a dark dungeon 
cell. As if things weren't bad enough 
already. Brad soon learns that hts 
abdudion was alLthe plot of an evil 


witch who requires a human male 
child as a vital ingredient in an eter- 
nal youth potion - him! Can Brad 
escape, defeat the wicked witch and 
find a way back home? Only you (as 
they say} can decide... 

Curse of Ermhantia is a graphic 
adventure written firmly in the 
Lucasfilm/Sierra tradition. It s Core's 
first foray into the genre but it's 
ohviously been faking a few point- 


ers from the American experience ■ 
lush hand- painted backgrounds, 
h u m o u rou s I y - a n i mated c har acters 
and a friendly icon-based player inter- 
face pitch Curse into direct compete 
ton with the games from the US mas- 
ters. 

But can it topple the incredible 
Monkey Island 2 from the top of the 
graphic adventuring tree? Only one 
way to find out.*. 
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the l«ck Of text throughout the game means that typi- 
cally arvy humour in the game arises tram characters 
falling over or making faces rather than cracking 
funnies, f here are a couple of goad puns, though - this 
character Kara is a clairvoyant called Sally See- All and, 
m you can s*e d Sally is actually a seal! Brilliant! 
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This is where your troubles start - chained up in the wicked witch's slam- 
mer, You've got nothing on you to pick the locks with and there's nothing 
handy within reach, Perhaps you pathetic cries of help will get you some- 
where? 


Curse usas a point-n'-click icon interface. The icon bar can be brought up at 
any time by clicking on the right mouse button and then selections are 
made by with the left button. Some of icons when clicked on bring up a sec- 
ond icon bar allowing further actions. That hand, for example, is the 
'manipulate objects' icon, which brings up a second set of kons allowing 
you to do a range of actions from unlocking a door to eating and throwing. 
In all, there are a possible thirteen actions in all, many requiring inti? rattion 
with objects in the scenery and/or in your inventory. It's a bit more cumber- 
some than Lucasfilm and Sierra's interfaces and even after a fair bit of use 
ft can still confuse, 


This narrow path at the Edge of the World provides some good exam- 
ples of the kinds of puzzles and problems that you'll discover on 
your trip through Zeloria, Fancy a walk? 


uraa nns to walk with can* 

here - there's m precariously- 
bii lanced rock just waiting to 
drop on ft? is head. 
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his a re-il 
ins thos* (if 
r gloves fro 
him a goo* 
of him*. 
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Clicking on th» sp*«th 
bubble icon allows you 
to talk to tha characters 
you m*at. it'% fairly lim- 
ftod - all you can do is 
say "Hi" or "Hfrlp". and 
hope that th# characters 
respond favourably to 
your advances. Whan 
they do speak no text 
appears on tha screen, 
Instaad, icons pop up 
tailing you (and none 
too understandably at 
times-) what they want 
you to do. Although a 
good way of bridging 
international language 
barriers, the lack of text 
strips the characters of 
any personality. 
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In amongst the puzzles there are a few weird "arcade" sections^ like this early 
scene where you are trying to escape from the dungeon. As the guard chas- 
es you down the corridor there's chance for tha crafty player to pick up the 
valuable gems lying on the floor. This would be fairly easy if it weren't for 
the statues holding mallets which they use to try and bash you on the head. 
Nat a bad idea, but there's no threat - if a mallet hits you you just get 
knocked back and it the guard catches you you just get knocked forward. 
Either way, you still escape safely in the end, 10 what's the point? 


As seems to be the trend with most modern graphic adventures^ Curse's 
scenery was first painted by hand then digitally scanned in and retouched. 
Tha resulting graphics are far more attractive and flawing than those you'd 
get if they'd been drawn on the computer screen (compare the back- 
grounds to Hook's, for example). The only drawback IS they can be a bit 
unclear in places - finding some of the objects you need to solve the puz- 
zles amongst the jumble of pixels can he difficult sometimes. 






B R 1 J H I E S 


5 a u i i 


m 


IAYA1IIITY 


79% 


There's lots to enjoy in Curie of 
Enchantia. The graphics are attractive 
If a little 'scratchy 1 in places, the char- 
acter animation is fun, the sound Is 
fine - the brief speech samples when 
you greet someone or cry 'HelpT are 
a particularly neat touch - and the 
player interface, although a tad cum* 
bersome at first, works fine. Curse of 
Enchantia looks good, sounds good 
and plays well - so why don't I like it 
as much as I should? There are sever- 
al reasons. For a start r the 'arcade r - 
like sections are nothing but a pain In 
the butt, especially as there's no real 
threat of death from them. More 
Importantly, the puzzles are too lin- 
ear and their solutions too simple - If 
you've got a problem,, nine times out 
of ten the answer can be found near 
by. These criticisms are especially true 
of the first section of the game - it's 
easy to get a good fifth of the way 

into It on your first go. Admittedly the game opens up from 
then on. but it's still a relatively easy ride. The only time 
you ever really get stopped in your tracks Is when a solution 
relies on an object that you've missed because either it's 
too small to see clearly (some are literally a couple of pixels 
big) or it's hidden 'behind' the scenery (which is plain 
annoying and totally unfair). Also, despite some good 
moments, Curse lacks real humour and atmosphere. This 
may be partly due to the lack of text In the game - it's har 
to relate to the characters you meet when a!l they do is 
spout obscure icons at you. Although entertaining, Curse of 
Enchantia is to Monkey Island 2 what Smash is to mashed 
potato - although at first you may be fooled into thinking 
it's the real thing, you'll soon discover that it's jwst a weak- 
er substitute. 
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At 


19 07 on the 5th of 


May 1980 John Dellow of the 
Metropolitan Police signed a 
document passing control of 
the Iranian Embassy siege to 
LT, COL H.M. Ross- 
He sent in three, four-man 
teams (Sabre teams) of 22 
S.A.S, the rest is history. 

For many the S„A,S are the 
black-clad rescuers oi Princes 
Street depicted by the ELB.C 
as the pictures of the last 
minute* of the siege were 
relayed live around the world. 

We as mere mortals can only 
wonder at the exploits of this 
most professional and highly 
trained fighting force as 
officially it does not exist. 

This simulation is baaed on 
the information that is 
available and is produced by 
people who have a great deal 
of admiration lor the people 
they will never know. 
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There's nothing 
Simon Byron likes 
more than covering 
his face in mud, 
rolling about in the 
undergrowth and 
generally being 
dirty. It's a shame, 
then, that he first 
has to review the 
latest Krisalis 
release before he 
can get back to his 
favourite pastime 


Before the game there are a number 
of options to play with, such as 
which of the four hard-men (out ot 
eight! will be attempting the mis- 
ftfon d Which woapont and accessaries 
will be carried and even the posi- 
tions where ttie will team set otf 
from. With all the enemies starting 
in different locations each time you 
play these factors mean that no two 
garnet will ever be the same. 
Strategy comes into play early on, 
with decisions affecting each indi- 
vidual's performance, like who'll be 
firing the most accurate weapons 
and how much kit each team mem- 
ber should carry. 
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Here we go, then! It's inside the 
Embassy for us and an audience 
with Mr Nasty Terrorist and all his 
friends. The exterior walls disappear 
when a soldier walks through an 
entrance and, when in control of 
another team-member, the view 
cuts around" his position so- it is 
easy to see where he is situated. 

Ail the information regarding the 
mission objectives and number of 
hostages to he saved are presented 
like this at the start of each level, On 
the first level you can afford to 
waste one hostage but any more 
and it's back to the Territorials for 
you, This handy information screen 
cannot be recalled at any time dur- 
ing the game so you should remem- 
ber or note down all the information 
at the start 


The S.A.S. are a team of rock- 
hard guys who'll not bat an 
eyelid even when told to spend 
five days hunched up inside a toilet 
cistern with no food or water (apart 
from the odd mouthful of Mr Flush' 
or whatever) because some High 
Command loony has decided this is 
lhn best way to ensure British Secu- 
rity and generally make good old 
Blighty a safer place to live in. 
Hooray for them, then, and hooray 
for Krisalis and their fantastic new 
game which gives you (yes, you etc) 
the opportunity to command four of 
these super-tough blokes through 
five varied and progressively more 
difficult missions. 

Sabre Team is played a bit like 
Heroquest, with each team member 
having a set number of 'Action 
Points' with which to make their 
moves during the player's go. 


Different actions r cost r a different 
number of Points to be successfully 
completed and -in awful amount of 
planning is required to prevent cer- 
tain soldiers from being left open to 
enemy fire with no Action Points left 
with which to retaliate. These points 
will be replenished between goes so 
there's no need to cry if you're run- 
ning a little low on your current turn. 
After all the player's moves have 
been made the turn is ended and the 
computer has its go, controlling jll 
the enemies one by one and making 
individual decisions as it goes. 

With its high level of strategy and 
not-altogether-fast gameplay, will 
Sabre Team grab the attention of the 
more thoughtful Amiga owners or 
end yp leaving everybody feeling as 
if they 've just had one gulp too many 
of Mr Flush? There's only one way to 
find out... 
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OEEP IN THE MRLRyflN 
JUNGLE A SERIES OF 
HEATED POLITICAL 
ARGUMENTS CULMINATES 
IN THE DEATHS OF FOL 
U. N. SOLDIERS. NOT 
CONTENT HITH THIS TH 
MALRyAN TERRORISTS 
HAUE IMPRISONED FOUT 
U.N. DIPLOMAT S . AS 
LERDING ANT I - T ERROR! 
ORGANISATION XOU MUS 
INFILTRATE THE FMFMV 
CAMP AND RELERSE THE 
HOSTAGES . HAVING 00* 
THIS yDU MUST GUIDE 
THEH RNO yOUR TEAM 0 
DF THE CAMP TO A 
HHITING HELICOPTER, 
REMEMBER. LESS THAN 
THHEE HOSTAGES RE SCI 
HILL MEAN FAILURE. 
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After th« initial 'tooling up' it's off 
to the first mission and high time we 
entered the camp. The red arrows on 
the compass in the bottom right- 
hand earner of the screen indicate 
that the current man under control 
can see something out of the corner 
of his eye in the respective direc- 
tions. If the arrows turn blue it 
means that the soldier has heard 
something. 


You'll often find yourself staring at 
this screen - it's displayed while the 
computer decides on the? movements 
for all of its characters. Although this 
process can be speeded up r it's often 
interesting to see what the enemy is 
up to as all the icons represent move- 
ments and actions being made by the 
bad guys and hostages- This is also 
the place to check out the health of 
the opposition. 



The blueprint can be called up at any time and provides a pocket-size map 
of the area which cam be scrolled around at will to check out the scenery 
and pinpoint the locations of your other three soldiers. Unfortunately, 
though, all this random sight-seeing depletes the player s Action Points so 
this aid should not be used too often otherwise you could find yourself 
with insufficient points to react to the information discovered. 

• 

These static screens pop up once in a while at key points in the game- It 
seems as though I've done something right for once - now the fun can really 
start. You see r once a hostage is collected he becomes part of your team 
and needs to tar- negotiated safely through the terrain to the rende-zuous 
point, meaning that your group can sometimes consist of as many as eight 
men. 
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ort unity Moves' LipFto^f throuol 
out the game and offer an excellent chani 
for a spot of killing on the cheap. It. durin 
tin- computer's move, a terrorist stumbh 
Upon one of your men «ind your character ( 
get s quite complicated here) has enoug 
Action Points spare and is judged to have 
quicker reaction time compared to the ba 
guy's then there is a chance to stick a fei 
bullets in him before he can do the same t 
you- Make sure your gun is loaded, thougl 
Otherwise you could find yourself having 
Icjiiq lk j down in a co^y wood en r ontlllMf I 
too soon. 
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The mast impressive aspect of Sabre 
Team if its excellent atmosphere. From 
the initial loading screen depicting the 
S.A.S. motto to the creeping around the 
enemy bases r not knowing what lies 
around each corner, the tense mood is 
sustained wonderfully. It's difficult to say 
whether the game really Is authentic or 
not (I haven't managed to invite my 
S.A.S. mates round for their opinions Just 
yet) but yotf can certainly relate to the 
real-life scenarios ripped, as they say, 
"from today's headlines". With its turns 
system and "pieces' moving, the game 
often feels like a much -enhanced version 
of Chess. This feeling is further increased i 
by the not- very-short waiting timer between moves while the 
computer decides what it r s going to do with its troops. The 
delay isn't overly long or painful (and, to be fair p it can be 
slightly speeded up if you hold the mouse button down] but it 
does slow down the game's pace, which can be frustrating 
when the bullets start flying in earnest. This is definitely more 
of a "thinking man's" game and not for the frantic fire-button 
pummeller; even at its peak the action is sedate to say the 
least. However, If you can Jive with the mildly Irritating thumb- 
twiddling then what you'll discover here is a deep and involv- 
ing game that grabs you from the minute you first load it. 
There are no quick and easy thrills on offer p but if you're will- 
ing to invest some time and effort then you J I find (as I did) 
that Sabre Team is one of the most engrossing action strategy 
games around. / 
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After the recent likes o< Zool, Fire & 
^L^A| fifl0 Ice and The Addams Family, Doodle 

Jm y|| fy Bug really has to impress to stand 
______ out from the platform game crowd. 

ULjlMiUmAB Maybe if it had been launched a 

m couple of months ago, Doodle Bug 
U I tw would have cleaned up ond become 
an enormous success, I'm sure it'll 

OVERALL S *'" ^° ^ U *' P er * lil P s unfairly, it 

just seems to be "yet another plat- 
I I II form game 1 . The graphics are better 

Wm than most - although the main char- 

mmm acfcer doesn't seem to have the per- 
' sonality of r say, Zool or Robocod - 

and the sound is joJIy. However, the 
gameplay is a little slow - it's certainly not as manic: as 
Zool, or as playable. Perhaps the main reason for this is 
Doodle Bug's fragile nature - you see, he can't fall too far 
without dying. Although, one presumes, this is meant to 
encourage the use of Doodle Bug's 'special powers 1 {that Is, 
drawing an umbrella with a magic pencil to float you down 
to safety) it just seems so unnatural now after so many 
games have allowed you to fall miles unscathed, Doodle 
Bug is nicely p resented r well designed and playable - let's 
make no hones about it r it's a good game. But there are so 
many others in the genre to choose from now and Doodle 
Bug doesn't really offer anything superior or different to 
t what's gone before for if to make much of an impact. 
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There's more 


-style 
platform games 
appearing now than 
ever before. Simon 
Byron checks out 
Core's latest and 
asks "Is there room 
In the Amiga market 
for yet another 
Sonic/Mario 
imitation?" 


Doodle Bug is not your average 
type of, er F doodlebug. As far 
as I can remember a doodle 
bug was, in fact, a flying bomb 
which the Germans used to fire in 
our general direction during the Sec- 
ond World War, mainly because they 
were too scared to J come and have a 
go" themselves. Playing that sort oi 
doodle bug [a bo known as a V2, his- 
tory fans) wouldn't make for a very 
exciting game - 1 mean, what would 
you do apart from roughly face your- 
self towards London and let rip? But 
enough of t h i s 

THIS Doodle Bug is in a spot of 
bother. You'll never guess what's 
hripppnpd the stunningly beautiful 
Princess Lady-Bug has been kid- 
napped by a mysterious dark figure 
and only one person can save her,,. 
That's right, Les Dawson. Actually 
that last bit's not true ■ I made it up 
in an effort to improve the drastical- 
ly unoriginal plot but you weren't 
fooled, were you? Yes, it r s Doodle 
Bug who's out to save the day, 
Armed with a set of pencils with 
which he can draw some pretty tasty 
weapons, Doodlebug begins the 
long and arduous runny-jumpy trek 
across the scrolling world of Cartoo- 
nia in an effort to rescue the Princes 
and generally become the all-round 
hero. 


4* ' 
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The various pencils that Doodle Bug 
carries are handy, If limited tin sup- 
ply. When thrown they draw same- 
thing to help Doodle Bug progress 
(the exact object drawn can be 
selected with a simple joy-stkk 
manoeuvre), Umbrellas an useful 
for avoiding large chunks of con- 
crete up your nostrils when you fall 
too far and the Balloons enable 
Doodle Bug to reach higher plat- 
forms which are usually inaccctsi- 
ble. The Stopwatch freetes all the 
meanies for a few seconds and the 
green Motion acts as a sort of tern 
porary shield. The final, and per 
haps, scrummiest of the lot is the 
Eraser-Bomb which explodes three 
times in a iterburst pattern, killing 
anything that the fragments hit. 
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As the song goes J " People are strange, when you're a stranger" and it 1 ! obvi- 
ous that Echo end the Bunny men are familiar with the folk in Doodle Bug'* 
land, Paiienvcty can often come up with the weirdest aoVice (one girlie told 
me to "Beware of a nasty man carrying a earphone and briefcase or he will 
steal your gold", whatever that may mean), others, though, offer more 
than drunken proverbs and it is possible to pick up some different methods 
of transport like a helicopter, a submarine or even this Ipacetastic -flying 
saucer - if you've collected enough gold pieces. 
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* BATTLETOADS FEAT 
• SIMULTANEOUS 2 PLAYER OPTION 
•12 LEVELS OF UNIQUE, AWARD-WINNING ACTION. 
•92 FRAMES OF CHARACTER ANIMATION 

IT'S FAST... IT'S FURIOUS... IT'S TOADALLY FUNPHIBIAN! 

^HHhiLkTD.lICE\SE0TOTIt40[\lfST l\t. W\ ftK^l CMS if St&llCE-NiEO TlTMNDSOPS ;MFKMTJO\4L LIP. 
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• FOR VOL R LOCAL DEALER CONTACT * 
TEJiMTIOML PRIOflrTY" KOI S£. CHARLES AVENUE, BUSC45S HILL. 
SEX RHUS W}. TH; 0444 FAX; 0444 2489% 
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The legend 
Of kyrandia 


Virgin unveil the first 
game in its proposed 
'Fables and Fiends' 
series. Simon Byron 
packs his knapsack 
and clean undies in 
readiness for a long 

and serious trek 
around the world of 
Kyrandia 


Many years ago the inhabitants of the island of 
Kyrandia made a pact with Nature (like you do) 
to care and protect the green and pleasant 
land. The Kyragem, a massive jewel which drew all the 
magic in the kingdom to its core, stood as a constant 
reminder of the deal and was left in the hands of the 
Royal Family. These mystical properties made the pre- 
cious gem an object of immense power and an obvi- 
ous target for anybody wishing to seize control of the 
island. 

One such person was Malcolm, the madly evil jester 
to the Royal Court of Kyrandia, One dark night he mur- 
dered both the King and Queen and seized the Kyragem, 
leaving Kyrandia defenseless against the nutter's machi- 
nations. Fortunately, Kallak, the chief of the Mystics and 
father of the slain Queen, quickly rustled up a magical 
force-field which imprisoned Malcolm inside the castle's 
boundaries, thus allowing the rest of Kyrandia to forget 
about his evil deeds and return to normality. 

At the point we join the story, the magical powers in 
the land have dwindled drastically and the shield keep- 
ing Malcolm boarded up in the castle is nothing short 
of useless. Without warning the evil jester breaks free 
and hnmediately begins seeking his twisted revenge. 
Kyrandia is certainly in trouble, that's for sure, 

Brandon, Kallak' 5 grand so n F has been chosen to fight 
mad Malcolm in an effort to reclaim the Kyragem, save 
the land and dispose of the crazy clown. A graphic 
adventure in the Monkey Island style, you must take 
control of Brandon and guide him through the many 
traps, mysteries, puzzles and delights that await in 
The Legend Of Kyrandia. 



The adventure really begins here in Brandon's home. After a fantastically beautiful opening 
sequence, Brandon discovers Chat his Grandfather has been turned to stone by the not-very- 
nice Malcolm. Confused and confounded, Brandon must search the room for useful objects 
(don't forget to check under the table) before venturing out into the big wide world. When you 
attempt to leave you II discover that the house is actually alive and a brief conversation will 
appear on screen a la Monkey Island, Although there is no choice of alternatives or questions in 
these 'talky bits', important information can still be gained. 



Once outside Brandon's tree-top 
home,, the only way is down, A 
huge branch acts as a sort of lift 
enabling Brandon to travel with 
ease. The animation in this particu- 
lar sequence is excellent, with the 
branch swooping up and the young; 
adventurer leaping on or off then 
adopting a sort of 'hero' stance. 
Many programs may have missed 
out thete tiny touches but Kyrandia 
is positively blessed with them 


Once in the forests, Brandon stumbles across the pool 
of tears. Someone high above must be really upset 
about Si.trcii- thing as ther? is a constant stream of salty 
body fluid. Brandon catches a tear here which should be 
stored in the inventory for use in a {hap? recognition 
puczte later on. (There's a clue hidden in this caption 
somewhere - can you tpot it?} 


A broken altar elsewhere in the forest should lead to 
the discovery of a precious item. The objects- Brandon's 
carrying are displayed in the ten squares at the bottom 
of the screen and collecting, disposing and using the 
objects i* all but a simple click of the mouse away. All 
you have to do to collect an object is click, on it and 
drtig it into one of your ten inventory squares, to dis- 
pose of the item you just place it back anywhere on the 
screen and to use an Item - a key, for example - you 
just drag It out Of the inventory and place it over 
where you want to use it - say, a lock on-screen. 
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THE VERDICT 


Although the woodland can be a touch 'samey" at timet, there's no denying 
that it'* extremely beautiful rmrte-the*les£. The graphics are nothing short 
Of breath taking and wo must stress that these REALLY ARE AMIGA SCREEN 
SHOTS. The mow* pointer changes shape constantly during play, easily 
informing the player of all the available options and exits in the particular 
locations - a real improvement over the old-fashioned system employed in 
□then inferior adventures. 


Lacation-s like this beach ufk'r t hi- 
chance to do some sun-bathing if 
you're feeling particularly pale, Just 
what the two horses on either side 
of the circle signify will become 
clearer during the adventure. Most 
options can be changed during the 
adventure from the speed of 
Brando r>'i movements to the 
amount of time that the te*t conver- 
sations stay on- screen. 


Of course we do - it's 
not all trees, trees, 
trees in Kyrandia, 
There's quite a lot to 
discover and do in 
that wooden hut. 
Seeing as Brandon can 
only carry ten items at 
any one time, key 
locations like these 
can handily double as 
ftorage facilities for 
objects not immedi- 
ately needed- 




Virgin Games 
West wood Studios 


Motive 
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Towards the end Of the adventure Brandon laces progressively more diffi- 
cult situations. Hopefully by this time r he'll have learnt how to perform four 
different spells and have collected information on other tricks whkh he'll 
be called upon to use, What they do or where to use them is not specified 
but fortunately our hero <an use them as often as he likes. As long as he is 
given a few moments rest between the spell-casting sessions Brandon will 
be able to experiment with them without loss. 


Well, all I can say Is that I'm 
completely gob-smacked. This type of 
ad verity re has become two-a- penny 
nowadays and most new ones that 
appear just seem to he very J samey r . 
Not The Legend Of Kyrandia, though 
- it s up there with the best of them. 
The graphics are nothing short of 
astounding and the ttny character 
animations are brilliant, Attention to 
detail and personality is the order of 
the day and the island of Kyrandia is 
one of the most well- presented and 
ingenious locations I've ever come 
across. One of the best things about 
Kyrandia Is Malcolm, the evil jester. 
He's just 50000 evil and nasty that he 
must surely rank as one of the best 
evil adversaries ever to have popped 
up In an Amiga game. Every time he 
appears on screen you know that 
there are going to be some genuinely 
funny lines and witty quips - you'll 
soon wish that somebody would 
make a game solely about him. The 
other inhabitants of Kyrandia are all 
individuals and come complete with 
such a wealth of expressions and 
characteristics that you'd believe they 
were real people. Dsk accessing is 
always a problem with this sort of 
game and Kyrandia is no exception, 
although f d say that it's 
about the same as and 
certainly no worse than 
Monkey Island 2 r so if 
you put up with that 
then you should be fine. The problems 
contained in the adventure are well designed 
and when they're solved it's a case of "Of 
course \ n rather than "What?"- Clues are pro- 
vided by Brandon but at no stage does he give 
the game away nor do you find yourself pick- 
ing up an object one screen before you need 
to use It. The point- n'-click interface is a joy to 
use and game designers should pay particular 
attention to this for future titles. In short 
Kyrandia is as excellent as Bill and Ted P as fantastic as 
those four super-hero types and sexier than sex itself - so 
much so that I think I'm going to name my children 
after it. 
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TFF OFF OH THE MOST CHALLENGING 
f 8 HOLES OF MAJOR CHAMPIONSHIP GOLF 
WITH THE LEGLMD WHD HAND PICKED 
EACH ONE "MM NKXLALIS. 
PLAY THE BREATHTAKING STH AT PEBBLE 
BEACH AND DISCOVER WHY THE SECOND 
SHOT OF THIS PAR 4 IS JACK'S TAVOiJRITE 
SHOT I N All GOLF* 1 IN PROBABLY THE MOST 
REALISTIC AND VISUALLY STUNN ING GOLF 
GAME EVER MACE, _ 


v. 




PLAY IT JUST LIKE THE BEST-SELLING 
BOARD GAME, 

ITS LIKE CHARADES, ONLY YOU SKETCH WORDS 
INSTEAD OF ACTI NG TH EM OUT. BUT WITH A COMPUTER 
YOU DON'T NEED PAPER AND PENCIL' SKETCH YOUR 
PICTURES ON SCREEN WITH AN EASY TO USE DRAWING 
PROGRAM. YOU'RE NOT AN ARTIST? DON'T WORR V - 
MOST PEOPLE ARENY. THAT'S PART OF THE FUN AS VQU 
RACE AGAINST THE CLOCK 50 YQU'll HAVE TO DRAW ON 
YQUR WHS AS well! 


HIT NAMES • HIT GAMES 


HIT SQUAD 

2 C-^t_e Street . Cast_efiei_c . Ma^cmestejr . mS^lI 
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David Upchurch 
slips into his 
slinky skin-tight 
blue jumpsuit 
to take a long 
hard look at 
Team 17'$ St rid- 
er- beater. And - 
hoorah! - he 
likes what he 



This is normally the place you'd 
come to find out what Assas- 
sin's plot is, right? If so then I'm 
afraid you're going to be a little dis. 
appointed because, to be honest, 
there really isn't much of one to 
relate. Tea rm 17 obviously realise [as 
they did with Project^} that most 
games players don't need - or want 
- a lot of verbose bumf to read 
before they play an arcade game. Oh 
no r they just want to get straight in 
there and start killing things. "But 
the plot helps build atmosphere!" 1 I 
hear you cry. vVell r in my opinion if a 
game is good *t should be ^blo to 
build atmosphere on it's own with- 
out the aid of some price-inflating 
novella. 

The story (what there is of it) tells 
of the evil villain Midan who's holed 
up is his high-tech underground 
fortress, guarded by legions of crack 
mercenary types. A full frontal 
assault would, of course, be point- 
less so the forces of good send in a 
single man to penetrate the 
stronghold and kill the fiend. Destroy 
the head, you *ee, and the body will 
die. But this is no ordinary man, oh 
no r this is a man who has trained his 
body to its physical peak r a man 
capable of incredible feats of agility 
and courage. Ladies and gentlemen, 
I yive you-., the Assassin. 

But the Assassin doesn't have to 
rely on himself alone. He r s also been 
armed with deadly razor-sharp 
boomerangs and a limited supply of 
super weapons to help him cut a 


swathe through the enemy 
defences .. arid against this lot he r ll 
need all the help he can get- As well 
as the mercenaries there are geneti- 
cally-engineered mutants roaming 
Midan's lair... 

As you probably already know, 
Assassin - the latest release from the 
near-legendary Team 17 hoys - is a 
runny-jumpy-killy affair strongly 
influenced by games like Stricter. Will 
it be a disappointment after the bril- 
liant Project-X? Will it he<k... 




Assassin's graphics are 
of the usual high Stan- 
dard you'd expect from 
Team 17 and as for the 
rata they move at, well, 
fast isn't the word. If 
there's any complaint to 
be mad* about them at 
all it's that occasionally 
some of the bock- 
grounds look a bit empty 
- but since they're 
whizzing by so quickly 
you don't really have 
time to ponder on the 
matter. 


Assassin has been 
designed to b* a 
challenge for any games 
player, no matter what 
their abilities. From the 
title screen It's possible 
to access an Options 
screen, where you CM 
alter a number of the 
gam« variables, includ- 
ing the number of lives 
available (one, three or 
five) and the game's dif- 
ficulty - it's possible to 
play In either Rookie 
ttMSy-p«as-y, but you can 
Only pl?y the first two 
level*), Arcade (the 
default average 
challenge, although 
plenty tough enough far 
most gamers) or 
Ultimate (super-tough 
but bigger points award- 
ed after each level} 
mode. 
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REVIEW 




Astatiln's end -of -level meanies are something el». It's not SO much they're 
lite - there are bigger nasties around ■ It'* more to do with the- amount of 
firepower they pack. As is par for the course, each has a weak spot that has 
to be discovered and exploited. This buzz saw- wielding droid, for example, 
has a tendency towards headaches^., know what I mean? 


One of the first 
zone's tougher oppo- 
nents isn't a man - 
it's a beast! Don't 
even think about 
bending down to 
stroke this pooch d 
because it'll take 
your hand off, The 

best thing to do is 
zap it before it gats 
dose, because if you 
don't it'll cling on to 
you, draining your 
energy. A quick wag- 
gle of the joystick 
soon shakes it free, 
though. 



SELECT NOW FOR... 

There's a massive range of power- up icons to collect in Assassin. These 
can be found by pulping the bad guys or smashing open any likely-look- 
ing crates or pods. Most help top up your small pool of mega -weapons, 
but some increase the range and effectiveness of your boomerangs. 
Although Team 17 have designed the game so that each power-up 
appears where they think you'll need it. the player can shoot the icon 
before picking it up to make it cycle through the other options 
availabie- 

L LENGTH 
Increases the distance that the boomerangs spang out 
before they start whizzing brick again. 


EXTRA 

Increases the number of boomerangs you can have in the air 
at one time up to a maximum of five. 


WIDTH 

Makes the boomerangs fly up and down in a wider arc, 
allowing you to hit more targets with one shot. 


SPEED 

Increases the speed with which you can lob the boomerangs 
about. 


POWER 

Increases the amount of damage that each boomerang does 
to the enemy, Very handy when you cornC up against the 
end- of- level guardian . 
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What self 
respecting arcade 
action game 
these days 
doesn't have 
smart bombs? 
Assassin's no dif- 
ferent - in fact, it 
has five of the 
blighters! They're 
accessed by hold- 
ing down fire and 
releasing it when 
the required 
mega weapon Is 
highlighted on 
the control panel 
below the main 
game screen. The 
effects range 
from the release 
of mini- Walker 
d raids which 
rampage around 
the screen to an 
i m p-res siv u- look- 
ing firestorm - 
whichever you 
choose, though, 
they're all devas- 
tating 
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REVIEW 



The sound effects 
in Assassin are 
amazing - the 
man himself 
grunts and pants 
with exertion, the 
dogs howl and 
yelp, the mutants 
scream and howl 
and so on. On top 
of this there's 
somB smart 
speech to tell you 
which power-up 
you've just col- 
lected. 


HE VERDICT 
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There's nothing more annoying in a platform g^mc than b^ing forced into 
making a jump into a void, in the hope that there's some sort of platform 
waiting to break your fall, Assassin avoids neatly - by making our hero go 
into a crouch, the player can then pull up or down on the joystick to scroll 
the screen and have a look about to see what's wafting above or below. 
While in this mode> the player con still fire left and right to keep the enemy 
at bay 

The Assassin has 
an amazing array 
of moves at his 
disposal Hell 
never simply 
jump onto a tree 
branch, for exam- 
ple, when he urn 
do a fancy flip 
instead. Probably 
Assassin's most 
impressive quality 
is the way that all 
these moves can 
be effected quick- 
ly a«d instinctive- 
ly from the 
joystick with the 
minimum of fuss. 


If you're a 
Northerner you 
may be familiar 
with the character 
of Reg If so, you 
should get a 
laugh out of this, 
If you've got a 
512K Amiga and 
you try to load 
Assassin, this 
screen appears 
telling you, in no 
uncertain terms, 
to go and buy a 
1Mb upgrade. The 
attractive hunk In 
the comer is 
Team 17 boss 
Martyn Brown R by 
the way. 




ftjbfci*«r. Team 17 
0*Tfopw.- PstOrtk 
Systems 


25.99 Out Now 



As a big fan of the Strider coin -op I 
admit I was more than a little- disap- 
pointed by the 'official 1 US Gold con- 
versions of a few years back, so it 
was with no small amount of bated 
breath that I awaited the release of- 
Assassin. And the good news is the 
wait has been worth ft - Assassin- is 

the game that Stricter should've been 

- 1 

and much more besides. The great 

beauty of the game is the control 

the player has over the Assassin - a EIOSDDQXI^I 
massive array of moves are only a ' 
simple joystick twitch away. The HU / 

control is $ct instinctive that" you r f I V 
soon be hurling the Assassin around E^^^^^^l 
the screen at breakneck speeds with , I 

ease, completely forgetting that wL- ill ^ 

you've got a joystick in your hancf at bkT J I fO 

all. This is all backed up by some HPWHHPW 
superbly fluid animation on the 3^™iIil£S5£i552 
Assassin, helping the player to build ^^^fe f) A07 
up a strong empathy with him - J I §0 

sometimes, as the Assassin grunts _ B __ g- 
and pants his way through the- lev- IT llill If Tt il 
el Si you almost feel like you're there A A HI 

with him. And while we're talking of B^Hffl^H^9E 

grunting, special mention for the i^Wk 

sound effects, which have to be D U 1 1 Jl L L 

some of the most imaginative and 

atmospheric I've ever heard - f is ten - I ^JfJf 

out for the groans and screams of I m M 

the inmates In the genetic lab to mm I 

hear what I mean! Although the 
action Is generally fast-paced, thePe 

are sections where stealth rs more important than speed, 
forcing the player to think ahead and plan his moves with 
care - a mindless slash- 'em-up this is not. AAind you f that's 
not to say there isn't sufficient bloody carnage to keep 
even George Romero happy, because there is. You know, 
I've racked my brain to thinR of some serious adverse crit- 
icism to make of Assassin but p despite a mild grumble 
about the occasionally empty-looking backgrounds, I can't 
think of any. To put it sirr\ply T Assassin is yet another 
Team 17 masterpiece. Is there no genre that T#am 17. 
can't come out top in? If they don't stop now everybody 
else in the software industry might as well give up and go 
home. 
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:AM!7 REMINDER t VDU NEED frT LEAST fiMFJ MEG TO PL 4V ftSSW&lw 


On final approach to 
the United States 


Developed in corporation with 


© Lufthansa and Deutsche A i rt > u s 


COMPETITION 





A WEEKEND 


TRAINING WITH 
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PLUS! Ten copies of 



to give away! 



Well, almost. To celebrate the release of its really rather good military blaster Fire- 
force (a well -deserved 90% last issue), newly-formed software boys ICE (that's Inter- 
national Computer Entertainment to the uninitiated) have stumped up o prize so 
HAhD that even rearimq about it here could seriously damage your health and disposition, 
We could have copped out and offered you some toy plastic guns or a pair of army trousers 
or something. Bur NO! Qur readers deserve nothing but the very best. Nothing but the abso- 
lute real thing, So, one lucky winner will be joining representatives of the One and ICE on a 
never-to-be- repeated weekend combat course including training by an ex-SAS survival instruc- 
tor! 

If you thought that Lewis Collins prancing around in Who Dares Wins was the closest you'd 
ever come to learning the secrets of the elite Special Air Service, think again. You'll be taken 
to ri secret military location somewhere in England and transformed from a pasty, IMly dive red 
thumb sucker into a lean, rippling perfect killing machine! Or something like that. The train- 
ing includes instruction in unarmed combat and jungle survival techniques and you get to 
play with paintball guns as well. 

Make no mistake - this isn't a day out with the boy scouts. These SAS fellows don't muck 
about and you might want to think before you put your entry in the post. Skinning rabbits, 
eating worms and wading around with freezing cold stagnant water in your pants isn't every- 
body's cup of tea - but when you come out the other side, you'll be hard enough to knock 
out Chuck Norris with one nip pie from a hundred yards away No kidding! And if that wasn't 
incentive enough, each of the ten runners-up will receive an official SAS Survival Handbook 
and a copy of Fi referee. 

This competition is SO TOUGH r in fact, that entering it is the easiest part - the problems 
start if you're fortunate enough to win. For a chance of that, all you have to do is correctly 
identify the five real -life machine guns featured in Fireforce by matching their names to the 
individual graphics, as they appear on the game's armoury screen. If you've been brought up 
, ^ on a steady diet of Joel Silver 

I'm so hard I use barbed wire for den- 
tal floss, so matching up the guns 
with their correct names was a 
breeze. The answers are.-. 
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3 .. 
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Name:.*,*,* 
Address:., 


movies, it shouldn't pose too much 
of a problem. 

So get cracking, fill in the 
coupon below and send it to us at: 
WHO DARES WINS, The One, Priory 
Court, 30-32 Far ring don Lane, Lon- 
don EC1R 3AU to arrive no later 
than 21 st November 1 992. Oh r and 
because of the rock-hard nature of 
the competition, only those aged 
16 and over are eligible for the first 
prize. Sorry. 



Mjtch the n umbers with the 
US Ml 

Weit German HSK MPJSD47 
US HbQ Machine Gun (GPMG) 


! M 2G3 Launcher 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 


1 



Written by Robin Matthews 
and Paul Rigby. 

Available through all 
bookshops and 
distributed for Sigma 
Press by John Wiley 
& Sons Ltd., 
Baffins Lane, 
Chichester, 
W. Sussex 
POI9 IUD. 
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This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Am st r ad's Alan 
Sugar. In it, you will 
find- 

• Reviews of more than 2000 
games divided by genre. It's 
easy to reference all kinds of 
games from Flight Sims to Beat 
'cm up, GPGs to Motoring 
racing. 

• Special CD-ROM Section 

* Special Education Section 

* Only £ 1 2.95 + £ I towards post 
and packaging 
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PLEASE RUSH MY COPY OF THE PC GAMES BIBLE 


No, of copies required 

Your name . ._ 
Your address 


Method of payment 

Visa □ Access 


J Cheque 


Please debit my access/Visa account by; 
Card number: 
Expiry date: 


Copies of the PC Games Bible are £1 2.95 each, with p + p 
All payments should be made to Sigma Press- 
Send all orders to; Sigma Press, South Oak Lane, Wilms low, C 
Telephone: 0625 531035 Fax: 0625 536800 

Please allow up to 28 days delivery. 

THE PC GAMES &I&LE is available through your bookshop. 



MICRODISK 
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BOARD GENR1S 

SCRABBLE, RISK CLUEDO, 
MASTER DKlTiCTIVE 
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N1NJA, SHADOW WARRIOR 
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4 WHEEL DRIVE 
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2 HOT 2 HANDLE 

GOLDEN AXE, TOTAL RECALL, 
SHADOW WARRIOR, SUPER OFF 
ROAD RACER \ 
£17.99 


POWER PACK 

XENON2, LOMBARD RALLY, TV 
SPORTS FOOTBALL, 
BLOODWYCH 
£11*99 
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ROBOCOP, GHOSTBUSTERS II. 
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£17-99 


MACtNUM 

AFTERBURNER, DOUBLE 
DRAGON, OPERATION WOLF, 
BATMAN CAPED CRUSADER 
AI7-99 


DIZZY COLLECTION 

HAST FOOD. QUICK SNAX, 
MAG1CLAND DIZZY. FANTASY 
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GAMES SURGERY 


Although this month's Kill Zone is 
a little shorter than usual we think 
you'll still find it's packed with as 
much juicy goodness as ever - in 
fact maybe more so than normal. 
Because you've all been crying out 
for it, the Snip Tips have been 
expanded to a bumper two pages 
full of tiny cheats and hacks. Then 
there's the continuing guide to Eye 
of the Beholder 2, the end of the 
Addams Family mansion tour and 
an all-in-one complete solution to 
Hook, There, that should shut you 
all up for a bit. 
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NASTY NASTY (again) 

So you thought the creatures last month were 
tough? Well, you ain't seen nothing yet. So that 
you're not caught off guard here is a little catalogue 
of the baddies found on the next few levels: 


CLERICS 

These one* art not as tough as those previous- 
ly encountered and don't paralyse you as 
often. However, they can com* in large groups 
so Fireball spells (which have tin iirea effect) 

come in handy. 


MANTIS WARRIORS 
These guys move fast and fight with a special 
weapon that paralyses any party member 
struck, so have some Remove Paralysis spell Is 
handy- Also, if rear party members have ranged 
weapons it might be better to just pummel 
them while the front rank are frozen. 

GIANT WASPS 
These bugs aren't that fast but come in large 
swarms. Beware their sting - it can paralyse as 
well as poison the party. Fireballs prove the 

best spell against them. 


FLYING SNAKES 
Vulnerable to most attacks, these reptiles also 
possess a poisonous bite. Best just to get in 
there and hack them to bits. 


GAS SPORES 

These resemble Beholders from a distance and 
thus initially cause a bit of panic. If attacked In 
melee combat they explode, injuring the 
party. A simple rock or arrow is enough to 
- detonate" them from a distance. 


WILL O WISPS 
Hitting these foes Is very difficult so its best to 
have prepared any spells that help attacks 
(you should be doing this- anyway) such as 

Prayer, Haste, etc. 


BEHOLDERS 

lough isn't the word for these nasties. If 
caught unawares the party will surely perish. 
They seem totally immune to magic while deal- 
intj out Death, Fireball and Lighning Bolt spells 
as if there's no tomorrow. As always the secret 
is in the preparation - physical attacks are 
most effective. Always try to keep moving, 
attacking it from the sides and rear. 
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Having complet- 
ed the darkest 
catacombs of 
Temple 
darkmoon, 

Khalid 

'Dragorisbane' 
Howladar now 
emerges with 
the maps and 
knowledge nec- 
essary to 
complete the 
first of the 
three towers. 


TEMPLE LEVEL 2 

Priests are everywhere on this leveL 
Although a full map is provided a lot 
of the locations will not be accessible 
at first. You must get keys, and objeeH 
from the Silver and Azure Towers to 
gain entry to the various sealed places 
Numerous Copper keys are needed 
and some locks don't actually have 
keys for them, but a thief should have 
no problem getting in. 


(A) Searching the beds reveals a 
Copper key. 

(B) These Darkmoon priests must be 
killed to progress. One drops a copper 
key. 

(C) The mouth will let no one past 
unless they possess the mark of 
Darkmoon. This can only be received 
on the third floor of the Silver Tower 

(D) I knew there was something odd 
about the statues - behind this one is 
a secret switch, 

(E) Stepping through the teleporter 
takes the party to a small self-con- 
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Temple Level 2 
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Stairs Up ■ Wall — Door 

^ Stairs Down lllusionary/Moveable Wall 
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SILVER TOWER 
LEVEL 2 


Flying Snakes and Gas Sports are 
encountered on this level. 


(A) This door needs to be forced open. 

(B) A Flying Snake drops a Darkmoon 
key when stain. 

(C) This room is the correct choke. A 
Bone key is found here. 

(D) This door only opens when the 
mouth at location "IVT ss satisfied. 


(E) A red gem is found here. 

(F) Numerous goodies are available 
along with a clerk scroll of Raise Dead. 

(G) The button here reveals a secret 
room. Within lies +2 banded armour, 
+ 3 short swart, and a cursed polearm 
leech'. 

(H) The Flying Snake drops a ring of 
adornment which seems to have no 
apparent use, 

(I) A composite bow and five +1 
arrows are here with a partial map of 


the Silver Tower Level 3. 
(J) The priest here is best left alone or 
you will suffer the consequences. But 
I bet you'll all try to get the goodies. 
* Note: For the next section you may 
wish to try and solve the riddles your- 
self. If so, cover your eyes. 
(K) This mouth needs rooten food. 
(L) This mouth needs five rocks. 
(M) This mouth needs the Mantis Idol. 
(N) This mouth needs a red gem. 
(O) This mouth needs the cursed 


weapon 'Leech' 

(PJ This mouth needs a potion, 

(Q) This mouth needs a scroll or parch 

ment. 

(R.) Hacking the walls reveals a +3 two 
handed sword and a mage spell of 
Disintegration. 

fSJ Without activating the hidden 

switch the party will find this corridor 

extremely long. 

OD There is a spinner here, 

(U) The Snake di'ops a darfcmoon k- 



when slain. 

{V) A mage spell of Disintegration lies 


SILVER TOWER 
LEVEL 3 

Be careful, as apart from those elusive 
Will 0 r Wisps, Beholders are present,.., 


(A) These teleporters are random and 
so keep teleporting through until you 
have all lour Darkmoon keys, 


(B) This place is a mess of ill usio nary 
and movable walls. The party should 
already have a map. 

(C) The button here will allow the party 
to rise to a little self-contained level. 
Also here is a creature in distress. The 
bracers are cursed. Nearby are a +3 
shield and a much-sought-after +2 
crystal hammer. 

(D) There is a +2 short sword and +4 
Dragon skin armour here! 

{E) There are numerous pressure pads 


around which create and remove 
walls, 

(F) An invisible teleportei is here. 

(G) A spinner is here. 

(H) Another invisible teleporter. 

(I) Look out for the secret button. 

(J) These two Beholders are seriously 
nasty so make sure you have saved the 
game before you get here. 
(K) Thh pedestal will give the party the 
mark of Dark moon the/ need to pass 
through the seal on Temple Level 2 
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The final 
instalment of t 
solution - the I. 
two Towers 
revealed! 


Silver Tower Level 3 
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ec1 the icons by locating the hid- the door. You will now find yourself 

blocks to the left and right and outside the safe. Enter and go left 

le middle of the room. Exit when until you find some icons. Pick thei 

have finished, then enter the up and go right. Eventually you 

t door. Will face the Judge. Kill him by 

roceed right collecting the icons bouncing on his head when 

exit via the right door. Make he r s off his pedestal. 





Good form, 
Ocean! 
Another fine 
film tie-in... 
and we've got 
the complete 
solution to it 
right here! 




From Pirate's Square (which is 
where you start), toddle off down 
Mugger's Alley and find Dr Chop. 
Take the rollerblind, then ask the 
good Doctor how to get some 
clothes and how to earn some 
money. Subject yourself to Chop's 
magic fingers and let him pull out 
two of your gold teeth. 

Go to J oiliest Rogers Place. Ask 
the manager about Hook,, the war 
and how to get the hat r then leave. 
Walk behind Pirate's Square to 
where Mr* Smeedle keeps her wash- 
ing. Grab the pels and the anchor 



and take a look at the jacket, then 
return to the Square. 

Go to the Pier and pick up the 
rope, which you should then us* on 
the anchor. Go to the Crossed 
Swords and take the two cups. Go 
to the Bait and Tackle and take the 
cup. Go upstairs to the balcony 
overlooking the Square. Now comes 
the tricky part - use the rope and 
anchor on the clock to swing across 
the Square, and grab the pirate's hat 
as you go. 

Knock on Mrs Smc-edle's door, 
then quickly swing back to the bal- 


cony again. Go downstairs and 
make your way as quickly as possi- 
ble to Mrs Smeedle's washing line. 
Use the pole to get the jacket and 
examine it to find a coin. 

Return to Jollies! Roger's and talk 
to Fake Jake - ask him if needs a 



-privacy while you change. 

Go to Hook's ship. Look in the 
pots to the right to get some 
money. Mow find the tailor back in 
town. Ask her for a metal detector 
and then give her the money in 
return for a magnet. Go to the 
beach and use the magnet on the 
X. Make your way back around to 
the ship and seek out Hook. Get 
ready for a watery exit.,, 

Glug! Take a look at the pulley 



base and the big shell, then use the 
pole on the ropes. Mqw use the shell 
to haul yourself up to the look-OUt 
point. Walk right to enter the 
Nevcrforest. This is a maze ■ go 
right, right, right, up, right, up r left, 
left, left r left, up, right right After 


your entrapment enter the tree. 

Go to the round pond and have 
a chat to Tinkerbell about every- 
thing, Go to the slingshot and chat 
to Ace about everything. Go the 
workshop and take the arrow. Go to 
the jogging area and use the exer- 
cise equipment three times to work 
off the flab. Go to The Avenger and 
take and examine the net. Go to the 
Four Seasons and take the dead 
wood; use it with the string. Take 
the flower. Go to the chicken and 
use the conch shell. Quickly nab the 
eggs. Return to the workshop and 
give the eggs to the boy. Go to the 


about that. Go back to the slingshot 
and use it on yourself. Ask Thudbutt 
what his happy thoughts are Go to 
the dining area and talk to Rufio. 
Say Oh Rufio!", Go to the round 
pond and walk to the middle of the 
screen to get inside the Nevertree. 
Talk to TinkerhelL then examine the 
bed, the chair and the fireplace. Talk 
to Tinker bell again to regain your 
memories, .. 

Having rediscovered your Peter 
Pan -n ess, it's time to defeat Hook. 
When the sword fight starts r try 
these taunts in the following 
sequence: 


in 




round pond and give the flower to 
Tinkerbell. Take the branch from the 
tree. 

Go to the slingshot and use the 
strong elastic on the broken strap. 
Use the branch with the string. 
Return to the workshop and use the 
bow with the panpipes- Take the 
pipes. Go the cliff side and use your- 
self (!) on the far corner of the 
fence. Repeat this three times, then 
ask Thudbutt what he thought 



,J Peter Pan the Avenger!" 

"Good form James." 

Tick-toe k-tick-tock. Hook's afraid 
of a dead old croc!" 

"You kidnapped my kids. Hook, 
You deserve to die! " 

"Put up your swords. It's Hook or 
me this time!" 

"Peter Pan the Avenger!" 
Now vit bank and watch the end 
sequence, because you've finished 
the game! 
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Because you demanded it r 
the Snip Tips this month 
have been expanded to a full 
two pages. Get cracking! 



JAGUAR XJ220 

Core Design 

Hooray! There are a couple of cheats 
coming out of the woodwork for this 
Icin tdstic racing game so take your 

pick,., 

• Before starting, select the radio 
mode on the CD player and tune it in 



to 065,4. Once you start the race you 
should be breaking lap records every 
time! 

• At the start of the race, press the T' 
key to pause the game as soon as the 
starter says "GO". Un-pausethe game 
(by pressing 'P' again) and you'll win 
the race without even trying! 

AGONY 

Pysgno*is 

if you can drag yourself away from the 
amazing title music you might like to 
type FANTASY anytime durmg the 
game. You'll now find that pressing 
any function key from one to five will 
let you select any one of the available 
weapons, Even better, pressing ENTEP 
will move you on a leveL 

SUPERCARS 2 


A tiny tip for a full quota of missiles, 
weapons and automatic qualification. 
All you need to do is enter Player One's 
name as WONDERLAND and Player 
Two's as THE SEER and away you go. 


CHAMPIONSHIP 
MANAGER 

Do mark 

Thanks to Andrew Clarke from 
Baddesley Ensor (where?) for this 
couple of J Top Tips' for Domark's 
football management game. 

• To raise cash at the end of the sea- 
son, transfer list all your players over 
thirty years of age who you no longer 
require or you feel you could do 
without. Revalue each one to the 
highest price you can get away with 
(just below the figure that gives you 
the "He's not worth that much J1 mes- 
sage), 

Make sure that they are all insured 
r*nd then go into the new season pro- 
cess. During the course of this you 
should get messages that certain 
players have retired to non-League 
football. Most players over thirty-one 
tend to do this if you have listed 
them or not played them much dur- 
ing the season. Any of your listed and 
insured players that do retire will give 
you full value (at the inflated price 
you were asking) from the insurance 
company. 

• Early on in the season, should you 
want a certain player that another 
side will not sell, go to MANAGER'S 
JOB and select ADD PLAYER. 

Now simply add a second false man- 
ager, picking the team that refuses to 
sell you their star. Make the player 
approachable and sell him to yourself 
for as lower price as possible, then 
resign from your second team. 


GOBLIIINS 

Coktel Vision 

Hey, guess what? Yep; more level 
codes for you to use. Heartfelt thank\ 
go * out to 

Mark Magee form Portsmouth for 
this selection. 

1 No Code 

2 VQVQFDE 

3 ICIGCAA 

4 ECPQPCC 

5 FTQKFEN 

6 HQWFTFW 

7 DWNDGBW 

8 JCJCJHM 
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9 ICVGCGT 

10 LQPPCUJV 

11 HNWVGKB 
M FTQKVLE 

13 DCPLOMH 

14 EWDGPNL 

15 TCNGTOU 

16 TCVQRPM 

17 IQDNKQO 
IS KKKPURE 

19 NGOGKSP 

20 NNCWTTO 

21 LGWFGUS 

22 TQMGFVC 


TEST DRIVE 2 

Kixjc 

A quick cheat coming up so get ready. 
Type GAS at any time during play and 
you'll be taken to the next petrol sta- 
tion. Over and out. 


MARCO POLICE 

G.B.H. 

There's a number of cheats for this all- 
action budget re-refease. During the 
game type one of the following 'words' 
for the effects described below: 
NOENEMIG 

Makes all enemies disappear. 
COMENZAR 

Makes a.11 enemies reappear. 
ABRIR 

Open all doors. 
BLAST 

Smart bomb. 


- ■ w 


MUNICON 

More ammunition. 

NOAMET Z* 

No machine guns. Replace the '*' with 
any number between one and four to 
jump to the corresponding zone. 
NO CAM Z* 

No cameras. Replace the with any 
number between one and four to 
jump to the corresponding zone. 

CARRIER 
COMMAND 

Kixx 

A top cheat for the recently re- 
released flight simulation. Pause the 
game dining play and type GROW 
OLD ALONG WITH ME (including 
spaces) and you'll be able to toggle 
immunity with the and '- r keys. 
Also try typing THE BEST IS VET TO 


COME and use the same keys ( r +' and direction every time you come across 
r -') to view all the objects m the game, different slabs telling you otherwise. 


Gremlin 

Not so much a cheat but a slight tip- 
pette from Denny Hilton who lives in 
Newcastle. On the second level of the 
Music World, jump on the first, third, 
fifth and seventh keys on the first key- 
board. A large musical note should 
appear which will, when shot, award 
the player with an extra life. Yippee! 

GUY SPY 

Readysoft 

A snip tip from Adam Leeder from 
Staines should be just the ticket for 
those of you stuck on the maze sec- 
tions in Readysoft's latest. To find your 
way around you should pay particu- 
lar attention to the stone slabs on 
either side of the screen. If slabs on 
either side are sticking out on the 
same screen then you should contin- 
ue straight ahead until you come 
across some more protruding slabs. If 
the slabs jut out on the left then turn 
left and if they stick out on the right 
then - yes, you guessed it - turn right. 
Foflow this procedure, only changing 


SPEEDBALL 2 

Renegade 

Speedball 27 What's going on 7 Yes, 
yes r yes - we know it's a bit old in 
the tooth now but we sat down for 
a quick match one day at the end of 
the last issue and didn't get back up 
for a week. Gary was getting so fed 
up with loosing that he rang up Eric 
Bitmap to get a fow helpful tipb and 
we thought you'd like to share them 
too 

# MONEY - When you go into the 
league you begin wrth 1 100 credits. 
You can go into the gym and train for 
a bit but the best thing to do is wait 
until the Star Players come onto the 
trans h:- 1 markc* and <map them up. 
This will improve your team more than 
the traming and will cost the same 
amount of money. 

# PLAYERS - The most important play- 
ers in the team are the goalkeeper, 
centre midfield and the centre for- 
wajd. These riie the bes-l places to 
stick your Star Players. 

# TOKENS - The best tokens to aim for 
are: Freeze Team, Shield, Transport 
Ball and Boost Stats, in that order. 



WE NEED YOUR TIPS 


Come on all you talented gamers! If you discover 
a tip or a cheat or can knock up some level maps 
for your favourite game the send them in. If it's 
okay we'll print it along with your name, 
meaning instant fame and fortune. People will 
probably stop you in the street and all that. If 
we deem it really exceptional we'll even reward 
you with a quality piece of software land, of 
course, all that fame and fortune will still count) 
so come on t send your info to: Snip Tips, The 
One, Priory Court, 30*32 Farringdon lane, 
London, EC1R 3AU. We'll be waiting for your 
call*.* 
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CAJWES SURGERY 

He's back, he's big and he's baaaaad! Ves r Doctor David has 
returned from his short 'holiday' and is feeling just fine and dandy: 
He can barely wait to recommence curing the sick and helping the 
needy. So please, would the first patient step into his office.*. 


Dear Doctor, 

About two weeks ago I bought the 
quite excellent Heart of China. I 
seemed to be doing quite well - I 
got Chi to help me, caught the cow 
and got Chi into the castle. 
However, when J got Lucky over 
the wall and we hid behind the pot 
I found it impossible to move with- 
out being seen by the guard and I 
am totally stuck as to what to do 
next. Can you help me? 

Li st on Kiloh r 
Bradford. 

Your description of your symptoms 
is a little vague but I think I know 
where you r re stuck. Try the following: 
Once Lucky has clambered over the 
wail, go to the castle's gatehouse 
and take the key. Go into the central 
palace and wait until the guard 
marches out of sight then sprint left 
into the dining room. Does this solve 
your problem? 


* ■ ■■ I «■ kJ Lb 


Dear Doctor, 

Do you have a cheat for Back To 
The Future 2? it's driving me mad. 

Sajjid Raja, 
Bedford, 

Indeed I do have help for Back To 
The Future that should get you Back 
To Health (a little doctor s joke 
there). Pause the game and type in 
THE ONLY NEAT THING TO DO 
(spaces n' all). When you unpause 
you should have infinite fives and 
find that the r T key will let you 
, skip to the next level. 


Dear Doctor, 

That's it. I've had enough. Don't 
give me any crap, 'Doctor' - 1 know 
there Has to be i cheat for Xenon 2 
so what is it? If I don't find it out 
soon 111 have to kill something - and 
it won't be a bloody Xenite, either 

Michael Powell, 
Bury St Edmonds. 

I must say that I find your aggressive 
manner somewhat disturbing. Stilt, 
that doesn't stop me from helping 
you. Who knows? Perhaps a little TLC 
will make you a better person. What 
you have to do is pause the ganw 
then type in RUSSIAN AIR (complete 
with the space). Unpause the game 
and then use the N key to skip 
through the levels. 



Dear Doctor, 

I've got Hunter and although I've 
been 'hunting' (ha, ha) for ages I 
can't fmd out where the security 
pass is. Have you got any ideas? 

Darren MaulL 
Chtngford. 

indeed I have. In fact, \ have several 
ideas, often all at the same time. I'm 
quite clever like that, you know, 
Anyway, to answer your query the 
pass can be found at co-ordinates 
X90, Y:153. Thank you Mr Maull, 
and goodbye. 


Dear Doctor, 

Do you have a cheat for infinite 
lives and weapons for Z-Out? I've 
been playing it for ages and I just 
can't get off the first level. 

Wayne Marshall, 
Hampshire. 

Oh, d lamentable situation indeed. 
Qlm yourself, Mr Marshall, for help 


is at hand. If it's infinite energy you're 
after, then press down the Q and K 
keys simultaneously. Alternatively try 
pressing Q together with any num- 
ber key from 1 to 6 to skip levels. 
Press any number between 1 and 3 
on the numeric keypad to skip sec- 
tions within a level. To jump right to 
the end of the game (but what's the 
point?) hit keys Q and 7 together. 
Feeling better already, am I right? 


Dear Doctor, 

I am in desperate need of help- I 
recently got Blood Money and find 
it impossible to complete the first 
or second levels. If you have a 
cheat I would be most grateful. 

James Argent, 
Cheshunt. 

Blood Money is an exceptionally 
painful complaint and you have my 
deepest sympathies. However, 
maybe these tips will be of use to 
you. First, press F4 on the options 
screen and then hold down 5 and 
type PONDUUX FOR PM (atong with 
the spaces). Wow during, the game 
press HELP for infinite lives and the 
number keys for extra add-ons and 
stuff. Pressing 1 on the numeric key* 
pad will give you pots of money, and 
4 will take you straight to the shop 
where you can spend it. 


Dear Doctor, 

Please have you got a cheat or tip 
for Gremlins 2? It's hard because 
they keep popping up everywhere f 

Neil Ramdhun, 
Westcliff-On-Sea. 

There is a cheat for infinite energy, 
but it's not that easily accessible. You 
see, first you have to earn a score big 
enough to get you onto the high- 
score table. Then, type in SINATRA as 
your name and - bingo I - infinity is 
yours. 


Dear Sir, 

Is there a infinite energy cheat for 
Line of Fire, If I get shot up once 
more when l r m just about to reach 


the end of the game I thir>k i J H go 
mad. Please help save my sanity. 

Paul Cutlass, 
Staines. 

This tip comes straight from Creative 
Materials, the programmers of the 
game themselves, so if this doesn't 
help you nothing will! During the 
game type OPERATION FERRET 
(don't forget the space). You should 
now have infinite energy, ainght? 
(Hrnmmm, "Sir 1 . \ like the sound of 
tnalMj 

THE DOCTOR WRITES... 

Recently many readers have written 
to me to complain that I provided the 
wrong cure to Mr C'ay J s Secret of 
Monkey island problem as set out in 
the August issue of The One. Indeed, 
they are right and I extend my apolo- 
gies to all concerned. The correct way 
to get onto (and not just to) Monkey 
Island is as^follows - 

Once the soup is prepared get 
some more gunpowder and the pot 
(which is in the galley near the cere- 
al cupboard). Use the giant rope on 
the cannon to make a fuse. Set light 
to the cards Stan gave you using the 
fire beneath the cooking pot. Go 
back to the cannon and put some 
gunpowder down the nozzle, then 
use the pot as a helmet Light the 
lusi? using the cards, climb into the 
cannon and BOOM i • you're on 
Mt/rkey island 


THE SURGfRY IS NOW CLOSED 
At we turn off the lights 
and lack all Hie doors, 
there's just lime to remind 
you thai if you're having a 
problem with a &ame r 
scribble a brief description 
of the symptoms down on 
a piece of paper and send It 
to: Dr David Upchurch, 
Games Surgery, THE DNE r 
Priory Court, 10-32 
Farringclon Lan^ f London 
Etltt 3AU. And don't for- 
get r the Doctor is a busy 
man and regrets that he 
cannot deal with queries 
over the phone. Sorry! 
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The epic saga of the creation of a 
super-sequel reaches its fourth 
instalment. At last the dreadnought 
designs are beginning to take shape r 
and they're a far cry from those seen 
in the old C64 classic. Andrew 
Braybrook, the programming genius 
coding the game* tells all... 


PART FOUR - 
AUGUST/SEPTEMBER 


Tuesday August 2 5th 
Great way to start the new diary. Met 
Gary Liddon at EMAP Towers while deliv- 
ering the previous diary part and had a 
few bevvies with him and The One 
lads before catching the train home to 
Witham. Had I stayed awake I might 
have got off at the right station. As it 
was I ended up in Harwich, which MS 
quite a shock. You don't want to know 
how much a taxi costs at that time tn 
the morning. 

Had a further play with the weapon* 
systems. A flame-thrower for the robot 
seemed like a good idea. No graphics 
for it yet but it works, spraying out the 
ubiquitous explosion graphics that get 
used whenever the proper ones aren't 
available. Also changed the mass dev- 
astation weapon as that wa*a little slow 
to take effect; usually what I was aim- 
ing at had long gone by the time the 
bullets came out. Now it's a rocket that 
gets produced and sprays bullets (also 
currently looking like explosions) from 
top and bottom. 

Spent the afternoon experimenting 
with plasma - it's a graphic effect we've 
seen on a demo. It's quite fun trying to 
figure out what they've done. We may 
not come up with the exact same 
method that they're using but we'll get 
similar results. If you only need to get 
one effect on the screen you can throw 
a lot of memory at the problem, but we 
have to get a game in there as well. 
Finally I got some red plasma on the 
screen. It tends to do really strange 
things to your eyes if you keep 
watching it. Weird. 


Wednesday August 26th 
Now to build a title screen out of my 
plasma. There's no point in having 
something pretty if you can't use it. The 
first thing was to create some nicer look- 
ing plasma to work with. The plasma is 
now more ordered and curvy so it's eas- 
ier to see what's happening, Since these 
things like being left/right symmetrical 
and there's no point in wasting memo- 
ry, I wrote a routine to reflect half the 
picture across the screen. 

The reflection routine didn r t quite 
work but the effect was really wacky - 
the screen was stretching up and down 
and I still haven't sussed out why. Part 
of the optimisation involved only plot- 
ting the plasma in sixteen colours, leav- 
ing me the other sixteen to add text over 
the top. Then I got to thinking - since 
there isn't much CPU tame left after the 
plasma is plotted, why not write Uridi- 
um in giant size letters in another plas- 
ma colour? All I have-to do is teach a 
cursor to drive around the screen, print- 
mg up big letters. This turned out to be 
just like writing a turtle program in Logo. 
Tedious or what? 

Tuesday 1st September 
Really did go on holiday this time. 
Returned to find Phfl lip drawing full 32- 
colour backgrounds, contrary to instruc- 
tions as usual. Still, rf you can't beat 'em, 
put in all the routines to display the full 
32-colour graphics. 

I've been changing the colours 
around on the block font to make it 
even more readable r since the whole 
world and his dog say "Veah r it's really 
pretty tout what does it say?". Every- 
body, that is, except Phillip, who just 
said "Yeuck!" ■ but then he says that 
about anything that he didn't draw him- 


self. i r ve had a go at redrawing one or 
two of the letters to make more read- 
able shapes. The "R" is causing trouble 
as most of the letters are capitals., but 
the 'R J is actually an r r\ 

Wednesday 2nd September 
Spent nearly all day battling with dif- 
ferent linker output formats. All I want 
to do is load the game in relocatable 
format so I can store the code wherev- 
er the machine" 5 extra RAM is, but I 
want my variables to be shorvword 
addressed in the top 32K of the Amiga's 
memory for extra speed. ALink format 
seems to support 1 6-bit relocation data 
but I can't persuade SNLink to pro- 
duce the right output. Can anybody 
help? I just want one section, namely 
my variables, to be linked absolute in 
word -addressable memory, 

Thursday 3rd September 
We need to put together a demo for the 
European Computer Trade Show next 
week. Jason has started converting his 
music into our format and hopes to have 
some token sound effects ready. We still 
have no backgrounds but the mapper 
is nearly ready to at least try to put a 
map in. I've commissioned some more 
graphics from another of our graphics 
artists, Mark Bentley, so I've not got any 
dummy sprites in the game. If only we 
had an extra 24 hours we could put so 
much more in. 

Friday 4th September 
Getting close to show-time and the 
mapper is available for its first test - no 
guarantees, no nothing. The music and 
some trial sound-effects have been set 
up by Jason. Unfortunately the graph - 
ics didn't get finished and I was left with 


(Below) For the sake of the ECTS 
demo, Andrew re-used some old 
Paradroid 90 graphic blacks to 
flesh out the backgrounds inside 
the dreadnought. 

(Below night) Having destroyed all 
the generators inside the ship the 
mission is complete. The droids 
must then find the lift-off pad, 
transform back into Manias and 
m.ike good their escape. 
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a sheet of really pretty organic graph- 
ics that I had nd idea how to slot togeth- 
er, 

The mapper held up fairly well until 
I tried to put its output into the game. 
I have had to resort to using my old 
graphics so I can see what \s going on. 
The mapper is somewhat to say the 
least, but this is its first test. Normally 
Td wait for it to be fixed but with the 
show looming Til have to program my 
way out of this by reformatting the map 
and character set data within the game 
itself. 

Monday 7th September 
Show day. Uridium 2 gets its first show- 
ing to the press, unfortunately without 
any real backgrounds in it. It's also the 
first time that Renegade, the publish- 
ers, have had a good look at it. Had a 
Cuban dinner in the evening with the 
Bitmaps (name-dropper) to celebrate 
the completion of another Graftgold 
project, Gods, on the Sega Mega drive. 
If you'd like to play this game, write to 
Sega Europe and tell them so. It's rather 
good 

Tuesday 3th September 
Now is the time to re-organise things in 
the machine and to free up some of that 
valuable chip RAM by moving the game 
code to fast RAM. That means that I 
have to tangle with Amiga relocatable 
link format, which is pretty horrible, and 
I have to sneakily redefine my variables 
because Amiga link format does sup- 
port short word addressing but SNA5M 
won't actually produce any short word 
addressed sections. Why not chaps? 
Not everyone wants to run system legal 
stuff, you know. 

Still, a wily programmer can find 
ways round this. I ve written a scatter- 
loader that locates the Amiga's fast 
RAM, puts my code there and then relo- 
cates it. It's like picking your house up 
and moving it down the street, then 
changing the number on the house to 
fit in with the houses on either side of 
it. Then it has to tell the post office 
where it is, but it still knows where the 
post office is because that hasn't moved. 

What am I drivelling on about? 

Wednesday 9th September 
Taken the whole program apart today 
to define my variables in a different way. 
The main objective is to split the pro- 
gram into two lumps, one that can be 
relocated into fast RAM r and one that 
can't be relocated because it r s too 
messy. Then I have to set up a commu- 
nications area to allow the two halves 
to communicate This will mostly be one- 
way traffic. Both halves get bolted back 
together again while debugging to 
speed things up. 

All this monkeying around took about 
five hours. Now I need to come up with 
a way to test it. I don't think that just 
letting rip with a code relocator is j 
a good strategy. It needs to be M 
traced slowly to identify places 



where it may go wrong. That will be 
tomorrow's job. Mustn't do this too 
quickly - I told Renegade it could take 
three weeks I Of course, it still might. 

Thursday 10th September 

Got the code relocator working which 
now offieia lly frees u p a bout 80K of chip 
RAM for more graphics and sound, 
which is good news because it wouldn't 
all fit before. Jason wants more memo- 
ry for samples because he wants to put 
speech in. 

On the game front I've changed some 
of the parameters of the control modes 
to make them more responsive. The 
ft/la nta turns quicker, as do the robots 
which also move a little faster too. That 
helps to squash the thugs. Also in is a 
new mass devastation weapon that fires 
lasers in an arc around the ship. 

Friday 1 1th September 
Sorted out ^ome niggling hugs. Bad ini- 
tialisation caused weird things to hap- 
pen as some flags weren't being cleared 
out to start with, including a pause flag 
so the first game automatically paused 
itself. It's a case of studying the symp- 
toms and deducing what can possibly 
be the cause of them, and then figuring 
out what has caused the cause. Knock- 
on effects can have a programmer chas- 
ing the? wrong thing for days. 

Needless to say, no-one who played 
the game today noticed the tweaks that 
I applied to the control modes. They nag 


the mapper already. Still no mquse to 
use with it r so cursor keys it is. Not very 
efficient. 

Jason has produced some speech to 
put in, expanding the size of the sound 
samples from 90K to around 1 4GK. This 
is going to be a tight squeeze indeed. 



■Great care is needed 
when flying around near 
the dreadnought's mighty 
engines - even brushmg 
the white-hot eithauit: 
flames will melt the 
Mantas into scrap. 



The Mantas on a bombing 
run down a trench ill the 
dreadnought's surface. 
AlthtujyU thi> bombs look 
nice they have one big 
drawback at the moment 
- the Mania can't fire for* 
ward, leaving it Open to 
enemy attack. 


The speech seems to be centred around 
picking up bits of a few key words, ' Play- 
er n r being one of them. For example, 
by missing out the V and the r n' you 
get 'Player 1 , and by dropping the J P' and 
the 'n J you get laser 1 . 

Added a grenade weapon for the 
robot which is equivalent to the bombs 



like little kids for changes and then don't 
notice when they happen. Further 
tweaks included making the homing mis- 
siles turn slower while they accelerate 
away from being fired (that makes them 
Innk more realistic) and a smart-bomb 
that hits all targets on-screen with the 
appropriate stroboscopies. 

Monday 14th September 
Set Phillip up with a PC and the mapper 
to create the first real map of back- 
g round graphics- A few teething 
troubles needed to be eradicated 
and have a I^T of changes for 


of the Manta. Great for taking out the 
generators, not so goad at hitting the 
thugs. Discovered a deep-rooted bug 
which was giving infinite use of some 
weapons which were supposed to be 
limited. That one could, and I empha- 
sise could, have been the cause of a mys- 
terious crash one time that has been sit- 
ting at the back of my mind, nagging 
away. 

Tuesday 15th September 
Getting close to diary delivery time and 
the game doesn't LOOK that much dif- 
ferent from last month, Of course, it has 


had loads of new features added and all 
the sound but what comes n cross in pic 
lures? Graphics, and they're still the 
same. Better crack the old whip on the 
graphics department. Abo on the agen- 
da is making up a demo to take to EMAP 
towers. It would be a really bad idea to 
wait until the day to try and make up a 
demo considering what I've just done 
to the game regarding its internal 
arrangements, 

My initial strategy of making up a 
hybrid debug 'all-in-one' version but 
with a live load was flawed. I couldn't 
gel the thing to load in and survive, and 
it took ages to make up the disk- The 
trouble with the live version is you get 
no help if it crashes. Next plan is to make 
up a full live version with relocating code 
and all. This also failed. Getting desper- 
ate now, so start putting border colour 
changes into the code to see where it 
gets to. Didn't even hit the first one. This 
is bizarre. 

After two or three hours of head 
scratching I decided to just download 
the first part of the game to the Amiga 
and have a look at it. "That's not my 
code!" I cried. I had linked the game 
together in the wrong mode r so I got a 
Cross Products Executable code instead 
of pure binary. Realisation of the prob- 
lem caused so much relaxation I could 
have gone into hibernation. 

Mid -afternoon and the demo is made 


up, loading code and music in 
on its own. Lucky that as l r d 
already wrecked' the sho 
demo disk trying to put the nevw 
version on it, Now I can con- 
centrate on making up a nev* 
demo with new graphics know- 
ing that I have a fall-back disk, 

Wednesday 16th September 
Took delivery of the first part of the new 
ship layout with new graphics. This map 
is huge and I really mean HUUUUUGE 
Phillip has gone mad on the scale. I've 
never had a map this big before and dnv- 
ing around it highlighted a new bug 
The scrolling system blew it going down* 
wards after about a screen and a half 
ftathera fundamental error in there 
somewhere and finding it means 
remembering how It all works. Those 
bits of code assumed to be working do 
tend to get forgotten about- 

Thursday 17th September 
Last minute thrashing about to get a 
demo ready to have some pictures taken 
The first map is nearly complete and a*, 
least you can fly over it- The extra size 
has highlighted a need to generate the 
attack formations near the player. Try- 
ing to destroy a wave of fighters spread 
over the whole map width would be toe 
difficult. 

Last minute panic problems includes 
a renegade tank that drove off the 
screen because its control data had beer 
corrupted by our operating system foot- 
ing for extra chip RAM, The program is 
already more that 51 2K long. That's just 
too big to manage. I'll probably drop 
the sound out now that it is working. 


NEXT MONTH! 

Uridium 2 enters; its fifth month of development, and once again 
well be there with the very latest graphics and white-hot game 
design secrets, all direct from the horse s mouth ( And remember, 
this i$ the ONLY place you'll read it— 
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ASM PLUS 
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WOfiW ON 


2-5 


11-20. EilSk?. €2.0fJ] 
Disks 63.00 21-50 DcLKS CITS 1 
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I rr WORKS ON +-a f = 51-HW.Ul5k5 tl .SO I 
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THI MOUSE PAD E J AM 

J A3O0 J 44*0 OUST COVES £4 40 

J 5 DtSK CLEANHG HT £3.« 

D*SK LABELS SMfl t Mm 50 ».*Sp 

ROLL OF 1000 DtSK lAflELS 3,5 E11.M* 
..Ml 3. 


COMPULft 'h* COffiptWFr&fl F«sh has bfter professjorinl 
FRED FISH pmlBd boundfilncJudesa sorled index Ol &\ 
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I wilh Itm ufidale pngns as lhe new disks ore ieleas«d. 
FIRED FBI I ii 0 oaAodpCft Ol Amoa Comos. LHn«s. h FAu^h 
Mo<e Each disk a Inkily pflcvod wlhprofnims 
Al Fred Fish dbta ceire ^ih kil irt^l^ B4. Wj 

Any otter disks or fi 


m LiSO Etorrjt^jy" Z* r ±\ rt^y rorimra 
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■SR5Ett*L FC _ 

AfcARtUkWiERS „.. 

FAMILY 

AbANDOnUELs K^CES 

AIR BiJS 

AIKLHJLL 

AIR &LIPPQRT _ r , 

AIK 

AGQftY , „ 

aue1 storm „„.. 

audva 

ASSAULT Oh ALC\TRAZ. ... 
B 1 7 FLY**1G FORTRESS 1 1 M| 
&ALK TO IHE FUTURE IB .... 

RUt THF *H>. 

BlKDS Of PREY 

BOIES BflOTMERS ZZZZZ. 

BLAIE i*W? 

BOftAMft BUOrHE&S 

cauforma ga^esjs 

Carl lPa is challenge 

qAMxejj , 

CHASE HQ II 

Cmil*. 2 

CIVILISATION' I Mi 

CUVEJlTAniON 

CRAZV CARS 1 


SMP 

1 7.99 

„_ 16.99 

IS.99 

... .34.99 

25.99 

., , I7H 

24.49 

17.49 

,.„„|7J9 

16.99 

17.49 

, 2? 

I7.J9 

17.49 

iiM 

1699 

1€ 99. 

19 49 

16.99 

, ...... 17 J9 

_ 19.99 

19.99 

, 17.9* 

16.99 

, ,.24.W 

23.99 

17.** 


UfcUTEKOS _ _ 17. 

WZV COLLECTION 17. 

ESCIPLES OF STEEL _ 1 7. 

D-GE*ERaTIO^i - 16. 

DOJO DAN „ 16. 

DCXJBUE DKACOMM 17. 

OOhE. - - 22. 

DuhGECfcN FASTER 1 7, 

l^MBLASfEf? - 22. 

ty-^'SA ^wes gzl!!!! ZZZZZZZZZZ. 20. 

EVE OF BF-iOKCR 2 - i-Mn AO < 24. 

EUROPEAN FOOTBALL CHAMPIONSHIP 1 7 

Fib STRIKE- EAULEII 22: 

FORMULA 0!^E GP 23. 

FIRE ir ICE 1 7.' 


fflf £ membership mitabie 
for a limited time. Hurry am 
apply with your tmtordert 


GAMES 

flu in |t liter Games Specialist 


ME OA TRAVELLER 


52 Lancaster Avenue, Kirk Sandall, 
Doncaster, South Yorkshire. Dfl3 

Telephone Office: 0302 880081 
Mobile: 0831 233242 

Opening Hours: Mon - Sun 9a m to 9pm 
No Personal CaJIcis, 
Compilations and many more titles available 
If not listed below, ring for details!! 

20.49 THEK FIMEST HOUR .„ 1 9.49 


CER CHALL 


Fl^T SJVttJKI I - MEGALOMANIA |i 20. 

FVW FIGHT .. ..„ ., , , | ?, 

Cj-LQC \t 

GAUNTLET l|| |{ 

■GRAHAM GOOCN 2C 

0. TAVLOfiS SOCCER CH*LL 17 

GOBLINS _|( 

COOS 17 

GLHSHIP2QW ..„ , „ 22 

GtlYSPY 2£ 

H^PLEtHJIH IE 

HELMDALL || 

HEROQGEST | IW| 17 

ttfXlK., 17 

HUMANS 17 
WDMNA ATLAHTia 'fim'Z\ZZZZZZZ.22 
I ^TCRSA? KJML $TORT5 CHALLENGE 2 1 

IAN BOTH AM . 17 

ISHAR 22 

IHDYriEAT .„„ llk J^? 

JAGUAR KJ22D fl«h -...13 

^AMES pQMJ 2 - ftOBOCOD.. 14 

Jl>W WHITE'S SNOOKER 19 

JOHN MADDEM i AQ> „..S7 

jOHhB^NESilMl 

jQNES W THE FAST LANE 23 

JACK.fyfJKL'hUSllMl 19 

KAISER 16 

KKKQFF2 (1MJ S3 

KID GLOVES II 17 

1. A?C* &UUAD 2 17 


LEAM3EJI 

LEGEND™ _ 

LEJSilftf^aiTLAtMh'&Li.M,. 

LEMWNG5 II 

LETHAL WEAPON .+ 

LOTUS ESPRST TUR&'J 2 

LOTUS CHALLENGE 3 

Ll'-ERFOOt 

LORD OF THE RINGS i AO 1 -.. 

LIFE & DEATH 

LufiEOrTHE TLKWESS. 
Ml TANKPL^TOCHN 

.magk; pockets _ 

.M^N LjTll EU^OIt 

IMAGER 

■MttrA FORTflESS 

w.ECASPOSTS 




19. 

>e. 

S3. 

17, 

17. 


It. 

fcZZZA 

17. 

_ 16. 

.. fc ..„...«lT< 

17. 

16. 

„L9. 

17. 

1 6.' 

16. 


MKI 29 SUPER FtJLCRUiM 

.MOWEV4SLAflDII 

.MlCROPfiOSE GOLF 1 1 rt| 

.MftHTt^iAGHC III 

.MYTH , 

NIGEL iM^rSSELLS CHAMPIONSHIP ... 

NO CREATE* ClORY 

NOVA 9 _ _.. 

ou tkuh europa 

PACiRC ISL^MDS 

PGA TOUR PLUS 

HNB*LL U«£,^MS i AO) 

PAR.VSOt STARS- ,-..,-„ 

PTTFIGHTER _. 

PlilNCE UK PERSIA 

PLAN 9 FRO.M OljTFfl fifAC^ 

POPULOUS II i I.Mi 

roojEc i x ..: 

PREMIERE i AOj 

PUbHOVtK 

RABLROAD TVCOON i I Mji 

RHI2B,^&EJ3ALLiAO'i , 

REALMS 1 1 Mji ..... . 

RED BARON ( \ H\ 

RED ZQ>E 

RISE OF THE WACc>N |M i (AOj , 

ROBOCOD „ „ 

ROBOCOF in ... .. e 

ROOKIES 

WJGBV *^)RLD CC^ ...^ 

RBftV WOODS 

SENSJEkL SOCCER.. 

SHUTTLE THE SIM 

SfLLINT SERVICE II.... „ 

SliV. rh NT 

sw earth". .!!..!!!.!!!:"!..!!..!-!!!.!!! 

SILLVPVI^V 

SliMPSONS 

SPACE CSUSADE 

^CECKJh 

SPECIAL FORCES i I Mj 

oPEEDBALL II .._ 

STRIKER .... 

SWITCHBLADE II. 

TEAM "YANKEE II _.. 

TlTljS THE FOX „ ,...- „ 

TEENAGE .MUTANT TURTLES 2 

lfc«M^ATUH2 


s n 

.23.93 

.13.99 
.22.99 
.10.99 
lfi.99 
.16.99 
.1 /.49 
.- : '.'J 
.19.99 
1 . 99 
21.99 
.16.99 
.32.W 
.I6.9y 

2A.49 
1699 


Please make cheques/P.O.s payable to S&A dAXfES 

Please *rite cheque card numbef on reverse of cheque. Post & Packing 
Li per item cmi jII UK orders. Add £2 to EEC wder*. Acid £3.50 overseas. 
Mosl orders despatched within seven days. All items subjeci \o avahlat>ihly 
and subject to rnanulaclur^rs price reviews without notice, fc. £• o i.. 


THl;NDERHA*K AH -73rt 

TOKI 

TV Sf'ORTS HASEBALL 

TRADERS ~ 

ULTIMA 6 _.:„ 

UTQPL^ 

VKOOM u m 

ViJEO h-!D..-,..r.,., 

AIIL.v ECAMSH 

A'ING COMMANDER 

WRECTUhU 

mi£ KID 

WOR&^RTH W 1. 1 ..SPECIAL OFFFJl 

AORLDCLlPCKCKETslMi 

ZOOL 


..19.49 
1699 
.a 1.49 
.16.99 
.16.99 
,IS,« 
20.49 
20.J9 
I6.L-HJ 
|6.*> 
J 1. 49 
2J.99 
16.99 
1 7 l f ) 
59.99 
.17 49 
IT 41- 


AFTERBURSNER _ 

ARKAnon H 

iS^HBAEIAN II... 

BATMAN TMC MOVIE 
^iNfiLEftOBIilE . .. 

CALIFORNIA GAME5 

CAPTAIN D^^.fMD 

C*HHIfc.R CiJMMAND. . 

CHASE HQ _ 

C.J. IN THE U.SA 

CY&LkUALL 

DOUBLE DRAGON 

FALCOPi 

FANTASY '*0KLD 0\W\ 


wnim 

.. .6 95 
.. .t.99 
. -G 9& 
. .ft 9^ 
...A99 
....fi.99 
. fc.99 

... fici9 

... 'j 99 
. 

... 6.99 


F!<i5T DIVISIOM T1A.NAGER 

FI6COMB.^THLOT _ 

{jHOSTBUSTERSH 

CiALIMTLET II i.. 

HEADOvtRHtaS 

jAM£S4njnb!!;'Z"! ZZZ.'. Z ZZZZ. 

JET SET WILL7 iAOl 

*IL> CLOVES 

K.O.JRFTllWI. 

•1,02 TACTICS 

LOTUS ESPRIT,. ,... .„_.,,. 

MANCHESTER Utl> 

ZtALAND bTORlf 

OUTVU> 

PAiNG 

PAPER-BOY" 

R -TYiT; 

RAJNEmHsLANDS ZZZZZ. 

RUN THE GAUNTLET 

SCOOBY DOO & SCRAPPY 

SHINOBI _ 

5PEEDB.ALL _ 

SUPER MONACO &.P. . 

SWITCHBLADE _.. 

TURRICAN 2 „... 

TV SPORTS FOOTBALL 

WC LEADE^BOARD 

KEHONS 

^-C.XJf .. ..^...........u.,^..,^..........-., 

JfAMVr-^OHt^VAILAtflf^ 


Irlame.,,. 


Postcode. 
Garn-ew 


Model 


f>pt THO 


POSlcHjC 
'3 nEal enrloH?d 




SOCCER 
SUPREMO 


AA r //V" TERN A 77 ONAL MANAGEMENT GAME 

Y*:[ Ltiw>1he3 ErigLind inuiiLijj.er Jijis kunil llitf hard, wliv Hidl Luritml lm^ un inter 
futional &quad it a very different 

taLlgaiTie club muna^rnrnL. Every mBlcli i-s i cup-tie and every team -selec- 

linn and rcuilt h picked apart by a 
vondous pi* s.4. The pPNHM [" IKCPN ki inrftdible. 
Soccer Supremo puis you in charge of a Bu repeal i nnLi«iaJ bqijad prepuing 
I'vrlhe LiJropcwn Nuimi* OupqiuhliLT^ hnvi- ;in inirial fo«T year tontnet 
IhiLl may he e.itenUuLl u> sin w eigfu ysirs. nr TCiii^eiL |l> two, at Che rcsmll* d*C- 
laltr . Yoa II ttt: UAptrvled tn qualify iVir the Finals, lhen pul up a. shout af ainsl [h* 
Eui u| ican ka:iis. l-u: Ih is is |usl prLpaiaCwm fur Ltuf big LineiThe Wurld 

Cup! 

Cuslcirnisit|Mn P The tame will a3low you lo lake the European nalion of your • 
choice mni vliu w-iJI he alUxiateU an inMial squaxl nl 16 players. Ynu. uan inlio 
Julc j fuiiher 14 players, nukinje. 5fl in all, whose names and skills ( but iwi 
levels) You can defme yourself. These players are introduced gradually as you 
discover the wculnessc* in your m|n;i.I arn.l alsu in creale She balarKe of skills 
ihaj iiiaich your siyLe of play. The oa i^inaJ IS players can be dcfinird ui tlic 
same way using the EDIT program < free * iiri 1he gome ) if you wish as well as 

(he Leanns Ehat vw> ill niaLc up the ■:spptisilinn. 


In itie tractitiongl numbcr-ju^Jirip hqcuct mamuzeiHeEtt gaune win^-bucks fc 
swctpcT\ r formations, -styles,, tactics 4Lre, ut fc>est H cosmetic, ftt WOT^ , rncsiTi' 
in^less. Tlie urikfuc match sitrtniation ar The heart ^>f Sower Supremo 
restores sll toc*C SIKl more, allgwing. ifcnuijae ctmtri»l t>Vtrr itam perfo/- 
.t. hi addiLiLuti to iht visual f^eUlMck on your lertiiij this msHirh allows 
itkms* raaicai posiiion»l < hinges and wtsr£ruLL- inuirutticmAto individ- 
player* which, then mrlucFictf ike Omw of the uitfdi. Tlse itKPeasefl: 
iim and control Cransfomis Ihc ^upfcrrhc-. ^^t thilrfish, ^amtplay of rite ini- 
riitinnaL ggmc into a compulsive KimuluTifm.. 


3D. 22 MAN M VI ( H DISPLAY 

CoiiiinuLHLs LlispLay of: 

OU r LL/ATT/MID/DEF POSSESSION OF STATS, IND 
PLAYER ACTIVITY STATS. 
PLAYER FATIGUE /FITNESS STATS. STATE OF THE 
GAME INFORMATION 

- . PLAYER-WITH-THE-BAI.L INFORMATION 

IN MATCH TACTICAL MOVES 

SUBSTITUTIONS 
POSITIONAL CHANGES 
OVERALL WORKRATE 
IND PLAYER WORKRATE 



V3 


"From my pvhii of lie* T tint game ha& kept mc <iiltiEu> up at nights 
through holidays and weAends for up Ui 12 Hunr* mi 41 stn-kh. with 
rruHi*cijlf hrtaks lor food aflri olkser flt«c^llK. m . n . n ..It J« a ptttw I httte no 
hcflttaikm Iji rtconum-iMNng ro ujoiie uHfa even I tie siighuil interest to 

rVineric»ii FimruaJI" 1 


Htarkonch V3 has hf.zn dvs^rihed as "Iht best i^me rt-rr put 
onto a compaler", [I Is dw cf>mptete American Kuotbull tiunw, a 
nnpNI aeMOD epic with the very be$t strategic elements of Ibc rcul 
thteg. You will call the play*, devtee ihe ganwf}|»as and doclnp 
the ttam. 

t'se Ihe first seafttfl 1.2: preseason gainer lo re^uEar season 
Kbioh, and Ihe plar-offs.) lo ritwuver your 45 nun sqjutad of pjgy- 
?rsu T^ken c\pli>tt Ihe collide dm ft to improve 4 tic ieaok nm\ 
«Kpan4 30Eir i^ame play to heat Che very best Ihe NFL tiui thtui4 
aty*m- 

Scfttfrifti qf sjats are ava^abie loiaclp you to judifc yrmr p!w\ 1 r-. 
and team performances. 

Players will age and learns will fade (a player wilt bsl ahuUl f> 
sfcasunsi, hut yem will slay and rebuild..,. 
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Tel Sales: 
0438 721936 

FOR 
NEXT DAY 

DELIVERY 




POSTAL SALES 

The Midnight Oil 
Dept THO 
IK, Hazclraere Road, 
Stevenage SG2 8RX 

2/. 1 d.iy^ delivery 


Please .supply: 

HC DIV I 


SS 


amiga a a □ 

£19.95 £19.95 £19.95 

('onipacibkc wiih Al J. Ainigns intUidin^ 
the A500Plus and A600 
SS and DIV I require colour 
monitor/TV. 


P D ZONE 


David Upchurch 
enters that dark and 
mysterious realm 
where nothing is 
quite what it seems, 
time runs backwards 
and games are free - 
the PD Zone! 
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ACT OF WAR 

Shareware (1Mb). 17 
Bit, disk 2197. 


If you've ever played the oldy 
I Laser Squad or the more recent 
I Space Crusade then you'll proba- 
bly feel right at home with Act of 
War. It doesn't boast any fancy iso~ 
metrie-3D graphics (the the Gremlin 
game, but the bask theme is the 
same ■ control a team of crack space 
commando types as they engage in 
all manner of strategy-heavy mis- 
sions (well just three missions, actu- 
ally, although more will be sent to 
you if you pay your Shareware feet- 
Having selected a mission, a diffi- 
culty setting and the number of play- 
ers {one or two can u\w part) r you 
have the option to tool up 'your boys' 
from the variety of futuristic firepow- 
er on offer, each carefully designed to 
deal death on the unsuspecting enemy 
in a particularly loud and messy way 
During play you're presented with a 
number of control icons allowing you 
to move your troops, make them fire 
and so forth, and the results of your 
orders are shown in a large top-down- 
viewed 'action' window. There's an 
overall mission map which \s handy for 
coordinating your team's movements, 
with each man's position shown by a 
tiny flashing pixel. 

Act Of War isn't going to be every- 
body's cup of tea r but it's nicely done 
and quite enjoyable. If strategy games 
are your bag then you should get your 
money's worth out of this. 





TURBO 
THRUST 

Public Domain 
(S12K). 17 Bit f disk 
2200. 

These future sport games all 
have the same sort of plot, 
don't they? You know ■ war's 
been abolished and to keep the thrill- 
hungry TV viewers happy the author- 
ities have invented a super-violent 
sport blah, blah, blah or something. 
And Turbo Thrust is no different. Trou- 
ble is, I can't see how this particular 
future sport would get a frail old 
granny's pulse pounding, let alone 
some blood -crazed psychopath's. 

In essence it's a two-player race 
game Each player controls a space- 
ship as it flies through a horizontally- 
scrolling tunnel (the screen is split 
down the middle so that each player 
has their own window on the r ahem r 
'action'). The aim is to fly as fast as 
possible and complete a set number 
of laps before the other player. 
Sounds quite jolly, doesn't it? 

But it's not in practice. The big 
problem is that the ships are just a lit- 



tle too slow to manoeuvre, especially 
when they're whuzing along at top 
speed, resulting in frequent crashes 
with the landscape. Each tra^h kills 
the ships" speed (and any sense of 
excitement) dead. Once you've 
learned the course lay-outs things 
improve a bit, but the flow of play is 
still too stop-start for any real 
adrenalin to start flowing. File under 
'A good idea but...' 


LIBERATOR 

Public Domain 
(512K). 17 Bit, disk 
2199. 

Yes, it's spot the clone time. Lib- 
erator is a vertically-scrolling 
shoot-'em-up along the lines of 
SWIV, i.e. fly through a gradual- 
ly varying landscape, zapping the 
bad guy-.,. Or, at !east r trying to 
zap the bad guys. Your ship 
seems to have been armed with 
the 21st Century equivalent of a 
air- pellet rifle, because to destroy 
even a single alien takes about 
fifty shots. Forget trying to 
destroy a wave of 'em - you've 
barefry got the time to destroy one 
~ ' before they zip away off-screen. 
And to cap it all off the aliens have a 
nasty habit of not firing off a shot until 
they're right up close and you haven't 
got a hope in Hell of avoiding it. Nasty. 

Now I don't know about you, but my 
idea of action-packed fun is not cow- 
ering in the corner of the screen, watch- 
ing as the not-very- well drawn scenery 
slowly scroll* by below. And sadly 
this is what playing Liberator boils 
down to. 
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CREDIT WHERE IT'S DUE... 

Tfwtnks to flW rhe frbTaries who sent in stuff. The addresses of 
those trump jniies featured this issue are. 


• 17 BIT SOFTWARE, 
?if Floor Offices, 
2t8 Market Street 
Wjkefi&td* West Yorkshire 

Teh (0324) 356822. 


* FQRTISS PD, 

P r a &QX 2, 
Earl SbllttMr 
Leicester LES BLV. 
fftj. (0455) 650384, 



TEXAS 

CHAINSAW 

MASSACRE 

Shareware (1Mb). 17 
Bit, disk 2192. 

et this is one film tie-in you 
never thought you'd see. The 
player takes on the envious role 
of tealhcrface, the classic horror film'^ 
mask- wea ri ng H eleetrk-c ham&a w- wi eld - 
ing 'hero'. Viewed from a top-down 
perspective (like Gauntlet), the player 
has to guide the leather-clad lovely 
around the scrolling landscape, mess- 
ily chopping up the dean-shaven, ail- 
American teenagers who mill aimless- 
ly about. There's no 'death' as such - 
you are Leatherface, after all - but the 
game ends if your chain saw runs out 
of petrol. Fortunately, though, handy 
refill 5 can be found if you lock hard 
enough. 

And that's it really. It's good fun, if 
a little slow, and the gofy blood-spat- 
tered deaths are a right hoot (well, 
they are if you share my deranged 
sense of humour) but it all wears thin 
very quickly. There's no progression in 
the challenge or the setting * you just 
keep wandering around the same 
s<enery, endlessly killing similar-look- 
ing people. Good for a quick giggle, 
though. 
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SECTOR ONE 

Public Domain 
(51 2K). Fortiss PD F 
Assassins 32. 

Sector One is a mutant hybrid of 
Alien Breed and Smash T V. The 
player guides his space marine 
(who bears a curious resemblance to 
Ram bo) up the vertically-Scrolling cor- 
ridors of an alien-infested space sta- 
tion, blasting the gruesome insectoid 
aliens (who have the rather impressive 
ability to spit fireballs) and the scut- 
tling facehuggers, while avoiding the 
pools of acid blood and the alien daws 


poking through the broken walkways. 

The game was created usi rug the 
Shoot-' Em -Up Construction Kit and it's 
not bad for a game of its type. How- 
ever, (ike me you'll soon find your 
patience tested by the abysmal colli- 
sion detection, whereby shots that are 
a good centimetre away from you on- 
screen still kill. This wouldn't be so 
annoying if your marine was a bit nip- 
pier on his feet and could dodge in 
time but he isn't. And the situation 
isn't made any better by the fact that 
to scroll the play area you have to walk 
right near the top of the screen, mean- 
ing you have even less time to avoid 
the nasties and their attacks. 




ISHID-O-MATIC 

Public Domain (51 2K). fortiss 
PD r Assassins 31. 

o prizes for guessing that this is a computerised 
interpretation of the classic board game Ishido. It 
plays a bit tike Shanghai in reverse, in that instead 
of removing tiles with the aim of clearing the board the 
player has to place tiles on the board with the aim of get- 
ting rid of all the tiles. The tiles come in a variety of colours 
and designs and, having randomly selected one, the play 
er may only place it 
next to another 
with the same 
colour and/or the 
same design. This is 
pretty easy at first 
but as the board 
k starts filling up 
^ the potential 
slots for the tile 
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you've just drawn get harder and harder to find. 

It's surprisingly addictive (much like Shanghai is) and 
this version has a lot to recommend. The graphics are crisp 
and dear, the player interface (all point-n*-click) is a plea- 
sure to use and there'* c* wealth of options such as one or 
two players, tournament play, music while you work and 
soon, All-in-all, a highly enjoyable experience and a pleas- 
ant respite from endless shooting and killing. 


AAIIEEEE! ASSASSINS! 

Yes, indeedy! Yet more games compila- 
tions from ihoie Assassins chappy I buy 
don' I stop, do they? The rundown is as 

folhoWS... 

THE ASSASSINS 
DISK 31 

ISHID-O-MATIC Reviewed elsewhere. 
CRAZY PIPE - f}kay-ish Pippmania np-off. 
ARAZMAX - Not very playable Ait*rOKh- 
style shoot-'em-up 

REVOLUTION - On this month's coverdtsk! 

THE ASSASSINS 
DISK 32 

This is a collection of three gjme;. <. reated 
with the Shoot-' Em-Up Construction Kit, 
namely SECTOR ONE ( reviewed else- 
where), FIRE FIC.HTFRUPViPWpd laqti'ttue! 
and BLOB (which is alright, ppj a SEUCK 
kind of way). 
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E*l!\l\i:SK PACK 1+ CiMiluiAsi 5 dislcs fcJ.W 

ESI LMNIiSS l',u k A funfwf 5 di&k^ tJ. 1 ^ 

ms'k lj j u .i t lES PACK L+ Cofiuins s dwkii l 4 ^ 

IHSK L'i U.ITIF-.S PACK 2 A furtJKf 5 disks W 

FONTS I 1 At "K L * CiWtiUki 3 disks L - 1 *>S 

[IIP ART PACK 1+ Cuifiuiifc 5 disks 1-1 

i ■ WW S P V( K 1+ •> di^Kh .^11 ja-flk-v 14 ^>!i 

GAMES PACK. 2+ 5 disks - 30 flMiW* W.M 


Educational 
Software 


The Connoisseur's Choice 


Uyw art looking for soft wart to In-lp with tlit NsiLlona.! Curriculum, 
1 1 mi [mtk no further. Our new free catalogue is packed with 
programs suitable for all ages; from six to adult on a wide range of 
educational and leisure subjects. 



Subjects nowavattabfo inctvcfQ — 


Maths 

French 

German 

Spanish 

Italian 

Science 


Geography 
History 

English Words 
Spelling 
Arithmetic 
Football 


Sport 
First Aid 

General Knowledge 
England 
Scotland 
Natural History 


-ft AvtXW ft* mom tfutnu £ £j^£ifHSSJS compute!* 
fles f ■ i a Hi i ig pvogf ajiw wifrt s u pe ifi r b v is ^ -s 
^ sA yaw tioatar or use our £4 hour rnwl orter xwvtet 
A#$tfiy programs flJJlawyatfJD aatf your aww Jessans 
Enjop iaamkig trom your cofnp^tor 


Write or telephone tor our new FREE 1 6-page colour brochure of 
Educational and Leisure software f Please state computer type) 


Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 BBR 
Telephone 0525 or B7540B 



W\==V 'iii;; 3 iirijMjfi mhssup 



FOOTBALL MASTERS 


Football Mattel* is the very latest IVfiihi-LVtanager Football Simulator for 16 
bit computers. After 5 y^ar^ of development we are pr^iwi to aawKMince the 
rekfw? of the most oomprehensiw loofhall utmagenwnt game ever, tt's 
waiting to test vow skins right now! Features bidudei- 

Multi MdridytT gdiiie for 1 lo 4 Players. Hue;*? levels of difficulty. 

Matc:h highlighls minute by minute, make substitution!; or tedm c^ntjes any time. Liue 
inluries, yellow/red Ldrds. and nanied qoalHcorers. 1MB wrsl^n has. extra Graphics, 
animation and reatislif ditjilised soiLnris. (An option can turn this feature off), 

Full UK and European Cup Itinerary. Includes FA, Leamje, Zenith Data, Leyland Daf, 
Eurofjean. Cup Winners nndLIEFA Cups. All cup match rides have been made as accurate 
as possible. Two Leg Ties, Extra Time, Away Goal Bute S*?*H<^d Draws, B^«s, etc. 

All 4 league diMsinns with play-t>ffs and league expulsion. 

Real initial surname, league career records, height and age entered for all players as at 
the start of the 92/93 Season . Flue skill ratings per player, separate five for goalkeepers. 
Plus 15 oltieT special attributes like Captain, Super Sub* & Mobility 

A Lively and real-time transfer market, with an approach facility, negotiate wages and 
extracts. Plus loans, free transfer and trainees. Unique and simple training system to 
improve player skills- 51 2K version excludes some features listed in this advertisement. 

High quality printer facilities to list all the vital information Masses of historical stalistics 
on pas1 yarned, flayers and manager. Quick Qarne data load and save. 

All screens updated quickly and displayed in a pleasanl iOTnrat, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty oF 
diagrams. A separate Editor Is available to change saved/initial details. 



There are many, many other little tilings that make this game the most addictive and 
accurate interpretation of a Football Managers season, ft would be impossible lo list all the 
features in this advert but w^ assure you that this is the best . We have thousands of satisfied 
customers IrOm our previous edition of Ihis flame, many are Stlfl playing it 2 years after 
purchase. See the Order form below for details on how to order this incredible game. 
Available for all Alari ST's and Amiga's, PC WINDOWS version coming soon. 



An amazing graphical strategic 
simulator Ihat S fun and easy to play 
for all the family, ft, 1 or 2 players on 
keyboard . mouse or joystick. Pick your 
moves irom the selection available 
and watch your animated warrior battle 
It oui . Watch the energy bar Indicators 
and plan your next move . Edit Wrestlers 
pkjs many other features. 

Arnica 1MB RAM. Only £19.9S 


STABLE MASTERS 


Four years of development by a racing expert has 
led to the release of this great strategy Horse 
Racing simulation You can participate as the 
Owner, Trainer and or Betting Punier in this 
remarkabfe game As the trainer you must try to 
discover the horses ideal Tacing conditions (mainly 
distance 8l going}. Animated race display, 
forrnbook, 200 horses with independent personal 
profiles, tipsters, simple mouse and icon menu 
selection Many r?ther items are included 

Amiga 1MB or any Atari ST- Only £19.95 


24 HOUR CREDIT CARD HOT- LINE 


(0702) 600557 



FAX (0702) 613747 



All the programs detailed 
Name ■ 


I have an 


MAIL ORDERS 

i th is aove rt a re only available through dbr ect mail tram ESP Software . 
,.. Address 

Postcode Tel 

computer, please send me ihe following Items - 


Quantity 


Description 


Football Masters 512K 


Football Masters 1MB 


Football Masiers, Editor (Not Amiga) 


Wrestling , Masters (Amkja 1MB) 


Stable Masters (Amiga 1MB or Any ST) 


Amiga 51ZK KAM Expansion 


POS I ACjL. ,n Europear O-iiyJ 


rwerw & y.H.T dolnqio wAl ervure dispatch urtbm 4H Uimn -.il lACdlpt. I-— ——- 


'■. 'nil C ^l 


19.95 


12.00 


L9.95 


19 ( >5 


27 00 


1.00 


Total 


■ [ enclose a Cheque/Posial Order made payable So ESP SOFTWARE 
I Cut out and post this form lo:(photccopies or Written orders are acceptable) 
|ESPScrfhwr« (ACj^:12aSouihdfmjnii RutxL S .mriwnioi vJwa. Li^sex SSI 2M>. UK. J 


BEAT THE BOOKIES!!! 



COMPUTER-A-HACE+ 

Executive edlK^i induces ii Master 


Wallet, Labels and update orV 


"Amazed at Ihe predict ions,,. Never had so many 

winners,.. " CR+ User Mr B (WorthiRg: 

"BhllianL,, Helped me to beat the bookies!" OR* 

User Mr W( Herts J 

"Unbeatable value and unrivaled accuracy- 1 ' 

Features include: Flai and National Hunt impuis. Race 
review, Bel Selectee Help and inform ali on screens. 
Flat '92 Version Now Available! 
latest Hat tips indiude: NASHVILLE BLUES (won at 
14/1), LOCHSONG (won at 4. r 1 & 10/1), and many 
mora. (As advertised in The Spon" ng Lile'i. 
'Standard Version also available tor £9.99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTfNG FOR FUN! 
Order Now! 

Chequss/PO payable to HANDISOFT 

(Mafl Order ONLY) 
HandisDft, 37 Hearsa.ll Lane, Spon End, 
Coventry CV5 6HF 


CASH 
PRIZES 

USE ttHJ'H 

VOICE 

<t* TO 

THE 
GUN 
FIGHTER 


242012EMB242014 


EJ.4C Al Ottw'llmK IfOOAl PO Bra 3tLSl 4TN Col rJYipa. -to to Mr :>wp tip P WW) Al DVw Trrwi 


DIAL - A - TIP 

Cheats, Tips, and Game Solutions 


i 


CHEATS CAI.OKK 
0891 lOl 234 
MEG ATI P GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMLKA1 HELPLINE 

0891 445 926 
MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
WHIZZ KID COMPUTER OjUIZ 
0891 101 255 
FOR INFORMATION ON ALL OUR 

HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 

PROPRIETOR:- JacqulIrM Wright. P.O. Box 17 Ashlar- Under- Lyme 
Calls cost 36p per mi n at 'cheap rate' and 4Kp per mif\ H elher tlmas 


j4W 



Adam* 

Family J ^ 
CI 4. 50 




Mail order Express Distribution 

3 Barclay Oval, Woodford Green, Essex IG8 OPP 
Call us on 081-559 1704 or 081-504 8377 7 days 8.30am - 10pm 
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3D Crtnsiruciirrt Kit £17 

Ac Warns I'amily .114 

Adventurers , --£15 

Air Warrior t ...... L . £21 

Akutru/ _£15 

B17 Flying Frnircss .... .£21 

Bandit King ... .£15 

Black Cr>'p[ _£15 

IkmsmteL flrc**- ,.,.,-£] 4 

California Games 2 .lI^ 

CapLive JL07 

Olt\ l.ewi.s Challenge \\** 

Cisco Heat XI 2 

CiviliAJTafjfl £21 

Conquest of The Longbow J21 

Cool Croc Twins 115 

Crazy Cars3 -£1 5 

■Cruise for a Corpse - £15 

Dark Queen of Krynn ,.£20 

Deathbringer £12 

] >!//'■.'> Excel leiil Adventure^... 

D OcncralLon Jfl9 

Dojo Dan £15 

Dune £18 

Dyna Bikers £18 

Easy Amos......... £21 

£15 

F.spana Games '92 £15 

Exterminator. £08 

F15 Strike Eagle 2 £15 

Firefi Ice ,, £15 

Karnes of Freedom. .. 
Formula 1 Grand Prist 

CiotaLiins 

Guy Spy.... 

Head to Head 

Heimdall 

Heart of China 


£21 

£15 

£17 

£21 

£13 

£21 


.95 Hook 

.50 Hunter,... 

.W Ishar... , 

.99 Kick Oft" 2 

.99 Kin^s quest 5 

.99 Knights of the Sky 

99 Jaguar XJ22G 

.99 Jim Power 

99 Kick Off 2 

.99 Knights of the Sky ... 

.99 Leisure Sim Larry 5 - 

99 Lincker Collection . . , 

99 Links 

99 Unks Bountiful 

.99 Links Firestone. 

.99 Lotus Turbo challenge 

.99 Lure of the Temptress. 

99 Max Compilation 

99 Megalomania 

l AJ Me-yusporbi 

.... Monkey KI.iik; 

99 Monkey Island 2 

99 Mvth 

.99 Nova 9 

99 Pacific Islands 

99 Parasol Wars 

99 Player Manager 

99 Police Quest 3 

99 Populous 2 

99 Pools of Darkness . . . ...... . . . 

99 Premiere 

99 Prince of Persia 

99 Pro Tennis Tour 2 

99 Pu.shtjver , 

99 Quest & Glory 

99 Quest for Glory 2 

99 Realms 

99 Red Zone 

99 


i ivj'j 

£12.99 
x I s: 09 

£09.99 

£15.99 
£15.99 
J9S9 
£21.99 
£22.99 
£13.99 
£22.99 
£1399 
£1399 
£1399 
99 
£13.99 
£1199 
£15 99 
£15.99 
£22.99 
£1S.99 
£22 99 
£21.99 
£15.99 
£09 99 
£22.99 
£17,99 
£20.99 
£1999 
.1.10.99 
£1^99 
J&15.99 
£17.99 
£2^.99 
.£10.99 
.£15.99 


Risky WfHM.Ls 

Rollins Ronny .., 

Senstme Soccei 

Shadow of "The Beast 3 

Sliuitle 

Special Forces 

Striker 

Supremacy 

Tennis Cup 2 

Thunderhawk.... 
Til us Thtr Fux.... 
The Manager 


Utopia Data Disk 

Vikings 

Vroom 

VrtMHn Data [Jisk 

Wizkid 

Zool 


£15.99 
i 1 1-99 
£15.99 
£ 

£22.99 
.Ul 

£15.99 
£10.99 
£15.99 
£12.99 
£15.99 
£17.99 
£11.99 
£09 99 
£15.99 
£15.99 
£13-99 
£1 5.99 
£15.99 


A.D.S 

£07.99 

A T F 7 

III M ll LH 1 IIIL1JJJI llilllJIILlIlll MIL 

.....£07.99 

LJ [S^U mm* I I I Ilk ■■■■ 1 1 klllil Mil 111*1 1 1 1 ■ 

£05.99 

Fl6 PILOT 

.,,..£07.99 

FALCON 

.,,,.£12.99 

FALCON MISSION 1 

.,...£08.99 

FALCON MISSION 2 

£06.99 

BUY ALL THREE 


FALCON FACKS 

...125.99 

FINAL COMMAND 

£05.99 

JUPITER MASTERDR1VE 

....105.99 

M4 SHERMAN 

£05 99 

MYSTICAL 

£07.99 

NORTH AND SOUTH.... 

£0599 

OPERATION COMBAT 

£07.99 

PANZA KICK BOXING.. 

±05.99 

STREETFIGHTER 

105.99 

SUPiWLEX 

....105.99 


P+P Ol) All Software Only ±1.IK) 


DISKS 


2^ 

1130 

50 

20.50 

100 

36,90 

^00 

6&M 

300 

105.45 

500 

167*50 


3>/ 2 " 


HOI ;BLF. HIDED, 1KHIBI.K DKINS1TY 

AIL Uiaks eome With Labels P+P included 
DISK BOXFft 


3,5 Inch 20 capacity 1.50 

3 + 5 Inch 100 capacity 4.75 

HG Capacity Fo*sw> 1 iA9 

3.5 inch 250 Capacity 22.99 


50p 
£1.00 

£2.00 
M3M 


ACCESSORIES 


P+P 


Zydec External Drive 

t-T99 

£3.00 

/ydec Y.v-l'i S j Hikers 

£33.99 

£3-00 

Zydec Hantly ScLinner 

£92.99 

£3,00 

Xynlrc Virus Pr-uieCtOT 

£5.99 

25p 

Alfa Data Trackcrbull 

£22.99 

£2.00 

AlJii CrysiJl Tnickerliall 

£32.99 

£2.00 

Alr;L Daca Mc^a mouse 

£15.99 

£1.50 

1/2 mca Upgrade w/dock 

£21.95 

£1.00 

14 Inch Monitor Stand 

£9-99 

£L50 

Mouse Pockets 

£1.45 

25p 

Mouse Mats 

£1.99 

25p 

mse Cuvers 

£1.99 

25p 

Cleaning Kits 

£1.45 

25p 


I I Ml - - - — 
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Simon Byron sat hunched over his word- 
processor, the electronic beast staring at 
him, taunting him- "Go on. Write the intro- 
duction to the new all-singing, all-dancing 
Cheapos - if you dare," it hissed. 

"But what can I write?" questioned the 
dashing young software jour no. "As every- 
body knows, it's the ONLY place to read 
informative and entertaining reviews on 
the budget games released this month. 
What else is there to say?" And with that 
The One's teaboy started to cry. 

At this point Simon's Fairy Godmother 
appeared. "Whatever'* the matter, my 
son?" she inquired. 

"I've got all this space to fill up and I 
can't think of anything else to say about 
the Cheapos," he bawled. "Please help me, 
Fairy Godmother." 

"It's okay, dear boy. I already have." 


DIZZY - 

PRINCE OF THE YOLKFOLK 

Code masters £7.99 



4mm W % ^ 


Cheapos' favourite spherical star is back! Yes, 
Dizzy, the original budget-sized hero, returns 
in the latest egg-tastk release from the Code- 
masters" games factory. The story is fairly pre- 
dictable but I'll run through it briefly for you any- 
way, just so that you know. Whilst out collecting 
cherries for Grand Dizzy's surprise cherry pie, Dizzy 
and Daisy stumble across a mysterious castle which 
they both decide to explore. Then, tragedy. Daisy 
pricks herself on a mystic spinning wheel and falls 
into a deep, deep sleep. Before 
Dizzy has a chance to do anything 
to help her, Rock wart the Troll 
catches him and locks our young 
eggy friend m a dank, dark cave, 
Dizzy's got quite a task on his 
hands in this arcade adventure 
(although the initial cave- situa- 
tion doesn't exactly require a 
tot of deep thought - what else 
can you do when you're stuck in 
one location behind a wooden 
door with some leaves, a match 
and bucket of water? lt J s obvi- 
ous * just place the leaves in the 
bucket and set fire to your bot- 
tom, of course). The majority of 



the later puzzles are 
similarly straightfor- 
ward and you'll often 
know where to use the 
items you pick up 
along the way without 
any problem. 

As for the 'arcade' part of the game, well, a few 
of the locations require some frustratingly pixel- 
perfect leaping and I can't help thinking that the 



game would have been slightly improved if jump- 
ing was initiated by pressing fire instead of push- 
ing up on the joystick. That's just a tiny niggle, 
though, as most of the time the landscape is easi- 
ly negotiated. 

The Prince of the Yolkfolk is a pleasant enough 
game with bold r colourful sprites and lovely colour- 
ing-book backdrops. It sounds fairly nice, too r and 
the whole game is generally fine in an unsurprising 
way. I say unsurprising because this is a game that 
does what it does well enough and leaves it at that. 
Youll not find yourself astounded by the gameplay 
nor too taxed with the puzzles and I doubt if it'll 
take you too long to finish it. If you do buy this 
gdme then you'll definitely not be disappointed but 
neither will it become one of your all-time favourite 
games ■ you'll just think H Hmmm.. J this is fairly 
nice " Which, funnily enough, is what I did. 
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RATING: 70% 
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PICTIONARY 

The Hit Squad £7.99 

There are some things in life 
that puzzle me. Take the stuff 
about the 'birds and the 
bees', for instance. I haven't got a 
clue what that's all about. And why 
do people listen to all this so-called 
"Rave" music:? I've no idea. But the 
thing that puzzles me the most is 
this: Why on earth do software com- 
panies insist on trying to convert 
popular board games to home com- 
puters? It's baffling lu i.- e point of 
being incomprehensible! 

Surely they realise that, faced 
with a choice, most people would 
choose ta sit cross-legged on the 
carpet playing on a real live board 
with a group of drunken friends and 
no-one paying much attention to 
the proceedings. Now we all know 
that computers are excellent things 
that can provide the lone gamer 
with many hours of entertainment 
and excitement but, unfortunately, 
they are father crap at providing fun 
for a group. 

A boardgame conversion is 
acceptable when the computer can 
actually improve upon the basic 
gameplay of the original. But apart 
from providing an electronic friend 
to play against, what enhancements 


are possible with games like 
Monopoly and Cluedo (to name but 
two) beyond the computer dealing 
a random set of cards and throwing 
the dice for you, all of which are an 
integral part of the game and tasks 
you can quite easily manage on your 
own without any help from your 
Amiga, 

But, hey, all this is really besides 
the point - we're here to take a look 
at Pictionary (although I think that 
the more perceptive among you 
know what's coming). Why anybody 
attempted this conversion in the 
first place is beyond me. The only 
advantage the computer edition has 
over the ordinary game is that it is 
possible to play alone, something 
thr original was never designed for. 

Assuming that you do have some 
friends, though, the limitations of 
the program soon become appar- 
ent. The core of the program, the 
drawing bit r is presented as sort of 
poor man's Deluxe Paint and I can- 
not think of anybody who'd rather 
play Pictionary with a mouse when 
it is far easier (and more enjoyable) 
to use the old fashioned pencil and 
paper. Can't people just leave alone 
good old traditional values and stop 
trying to forcefeed all this technol- 
ogy down our throats? Whatever 
next - computerised origami? 

RATING; 41% 





JUDGMENT DAY The Hit Squad £7.99 

■ f ever there was a 
Ififm tailor made for 

■ conversion it was 
Terminator 2. The box- 
office smash was full to 
the point of overflow- 
ing with special effects 
and action sequences, 
so much so that the 
game couldn't fail to 
be a smasheroo too. 
But, as you know, life's 
never that simple. 

It's typical of 
Ocean's old approach to film conversions before the likes of Robocop 
3 and Hook, i.e. string together a few simplistic subgames, each sup- 
posedly representing a setprece from the film, resulting in an unsat- 
isfying mish mash of gamestyles. Terminator 2 has eight such sub- 
games; three beat-'ern-up, two puzzle, two 'driving' and one scrolling 
shoot-'em-up, None of them are particularly outstanding and some 
are just plain boring. 

The presentation is nice with okay-ish digitised sequences popping 
up between most sections and the musk conveys the hard, industri- 
al feef of the film very nicely. Unfortunately Ocean couldn't use Arnie's 
face in the actual game, so what we are supplied wrth is a rather squat, 
cartoony caricature of our Austrian hero with the rest of the in-game 
graphics failing to impress at all, 

I could live with the aforementioned graphics if there was at least 
some gameplay hidden in there somewhere, but sadly (you guessed 
it) there appears to be none. The beat-'em-up sections consist main- 
ly of rapidly stabbing at the fire button and the player never really 
feels as if he is in control of the main sprite at all (partly due to the 
fact that it moves soooo slowly). The driving sections are yawnsome 
and the scrolling shoot- r em-up is just abysmal. The game also suf- 
fers from being far too easy and I think the average pfayer wiM com- 
plete it within their first ten goes (at the most). 

Overall this is a really disappointing game which could have been 
the conversion to end them all, Given Ocean's recent film tie-in suc- 
cesses, I think that this is 



000300 


one game that would've 
been best left forgotten. 
Even at this budget price 
it doesn't warrant a pur- 
chase unless you're a 
collector of duff, dull 
film conversions, and if 
that's you then you are 
a very sad man indeed. 

RATING: 39% 
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HEAD TO 
HEAD 

Domark £34.99 

The ultimate confrontation, F- 
19 versus MiG-29 SuperFul- 
crum!" - that's what the blurb 
says on the box so it must be true. 
The box title is slightly misleading, 
though - I thought you'd be able to 
link the two games together some- 
how and play at being pilots of the 
different aircraft with a friend. Not 
so. What we have here is a compi- 
lation or twu of the most respected 
flight- si ms in the genre. 

First up, then, is MiG-29 Super 
fulcrum ■ the sequel to MiG 29, The 
battleground is 'somewhere in mid- 
South America' with the player 
involved in an attempt to overthrow 



a military coup which has control of 
some 20000-square kilometres. The 
usual U.N, resolutions are passed 
and a peacekeeping force is dis- 
patched to kick ass r . Hooray! All this 
is background information is, of 
course, superficial really - what you 
want to know is how easy is it to kill 
things? 

Well luckily there seem to be only 
a few option screens and if you wish 
you can jump straight in at the deep 
end and get into the air almost 
immediately. The controls aren't 
over-complex and within a few min- 
ute! you'll be flipping the aircraft all 
over the shop. The landscape moves 
quite smoothly, w t n an 'interesting' 
mountain effect rearing its head 
now and again, and the external 
views provided are comprehensive 
to say the least. 

Overall, MiG 29 Superfulcrum 
provides exactly what you'd expect 
from a top flight- aim, with fast-mov- 
ing, nicely-drawn graphics and 
gameplay which r although not 
exactly action-packed all of the time, 
will surely satisfy most Amiga pilots. 

Next is F-19 Stealth Fighter, a sim 
based around the now infamous 
super-sexy bomber that did won- 
ders for 'our boys' in the Gulf War. 
Originally released to high praise the 
game still proves ta be just *s excit- 



ing as any 'modern"* sim r with 
options galore and external views a- 
plenty. Everything seems to be in 
order in the graphics, sonics and 
gameplay departments and the 
whole package hangs together 
superbly. The manual provides you 
with all the necessary info regard- 
ing the numerous scenarios and tac- 
tics required to successfully fly the 
world's most expensive aircraft. Pos- 
sibly the stronger of the two flight 
simulations bundled together in this 
compilation, F-19 provides action 
most of the way through. 


All-in-ail, both F 19 and MiG 29M 
are high-class games. The only slight 
problem I have with them is that 
they aren't as instantly accessible as 
my personal favourite Knights Of 
The Sky was {although it's a little 
unfair of me to compare these two 
games to the World War 1 sim). If 
modern day aircraft warfare is what 
you're after (and you haven't got 
either of these games) then I can't 
see that you can go far wrong with 
Head To Head. 
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52hib HD 

120Mb HD 

240Mb HD 

MARE) DRIVE 

HDS+- 

£349 

H H*R Wi? 

£449 

£729 

IMri hHJL«4j 

DOMBO 

•VJIII Kl'lhf 

L iCi-EiaunoR 

£699 

n^-IHFIIHL 1 

£799 

£1079 


FOR ALL AM I GAS 


MIGA 1500 + 200 



SOUND SAMPLER 

« B-wt srama mmptar 

* Phim \nto futnitfai port 

m MIDt SMPpjrf tar song t^put 

rn If nn-pn^nsniJ Ml Ufa lutl^vl * , W 
Mtr RHHttUd WiplffcH mnmc= it 
4ii pinW Mry JT|' L4JU iUJ ' SOI l'jW. 
:i vcir^jp- Cvt*i^ on* if 
kau. mop ^QMfU iid usy-i^dt seuil n 


MUS 


£49 


ACCELERATORS 


040 


\UO\030 , 


Pnuw E-HCtl EHEHC SHU EH 


U IF RAM 


trim 


r*i-E 


>r:> 


l£1 


ih 


scs 


iV 


■V 


SO 


UN 4M 


£1199 Hen 


hJ GVP G-FW« HrK^fefdlSri tiTl t* l.iWi] 
fllrj ] Mm rire hs xr.rc ,-i Mft.pl Krl, 
4251 . £».K , -jKiffl il Ok u LI MATE ktwfp 
"Kft'SOOO MfWwil 5" 5G3 *«P ran 
ItiCfi be mouftad on bo tha accBhnlDf. 



HARD CARDS 

* C ST, 120, H4C ■& 42QMb cptwu 

« Adfifi taf SCfiTdHKDf 

Hh bnpKl 1 HOR rurd cits n tw HMvakfl 
d rJ-e Ids-. ruTl dw. fur he- ■ 500 *r4 M0£ 

-rt.h-l-. Sij 1 iih I'*'; v. - i I fV H i :-.| 

'and dn>H iiiiaUe itr. trty aba rc:fp»afc -s~ 

£399 

1 20Mt> >v N» |in E429 

E1099 



VIDEO ENHANCER 

■ Suppo*fc i^te. 5-VH5" 1 flfiB 

■ Now mm aoa v^ttr 

W Vartf N Kite W Putniu rtJ 
viVJw Adepto*. It 4m*j*m- :t mien odtenj or 

bjv, hnra- mtocr aril Ivyvr. 5ifl*d 

^m. 1 * KcaLi I'.'l^ ^dK Tfc-q t:l>Tf \.ni- 
PU: : t 4- : / ^1 03dMt. A1SWW0C 
uttnyii Lai' A t*3 !ft 

rv-a* ■ viu iPiirrtR im wt? * £1499 


RAM BOARDS 

• SiwwrtS mAiBtv «*ld9it) HAW .j^ps 

"ha RA.ua ulciT, in f as 1 , 1 rt^v ta ipgmdt 1 km 
■ MIC ur 3M0 ti 3t* hd*m^ t+ m EHA Tta 
RhW Fj kilp JiLlD^anh^uing j _ hJ e H^fi «k 
ai:~ ^iici-olmnd jlBpgrK*>i; wrt^i'* E*te 

DMb [WPWlfltftd CAW Ml, £99 

2Mb populated £149 


REMOVABLE MEDIA 


# , i l->' HL'fl : op ton Bxlrj 

* fjrt»™i caM"fl™isi!.i4f rix A5COWJT? 
£xftdiM oh« pwfi b nprKwriM CarijiQtp 

Ett«fn*l Cam houh 

E399 
£479 

BSMbifn,^ -vHrtw £499 
BflHk i-hcto w kw ihi £9~79 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


( SILICA SYSTEMS OFFER YOU 


• FREE OVERNIGHT DELIVERY; On all hanJware orders Ehicped in the UK mainland. 

• TECHNICAL SUPPORT HELPLtNE: Tuani oFtedhncai vvp&ts al ^mjr strnfti 

• PflfCE MATCH; Wa nomially matcN Conioftliior* on a "S*m* p*&duct ■ Same pnoa" tas-s. 
■ E5T TM B LIS MED 14 YEARS: FfOwW 1rac* rswfd Ira pfoleistftiaJ compuler satea. 

• Tff MILL ION TURNOVER (with 90 Btaff), Sow, raliaHle and pfofitat*. 

• BUSINESS * EDUCATION * GQVERNMEfifT: Volume risoourtB a¥afcta 0at-3« 0W6. 

• £WO IVflCOiWS ■ DflrnDntiradon and [rarrnrrg lac-iihfls al cur LontJon 4 5 irk up tirt^Kn**, 
ft TIME FUti. STOCK RANGE: All of fOur reqLiremgnlS Ir^rr -ynp su0pl*Or. 

ft FREE CATALOGUES, rt'ill tjr;- in;i.h.vj In yim a'.i- Cfli.vK i KDllwnif: and per(>h£Sral detaJla. 

ft PA YMENT: Uftjor cr*d*1 c«rtft. curi, cheque or monlrify lenms. 

Efefanp ypu d^adn- imhnr Ip buy your iww Ain-ya p'OduCti. wt auyyesr. yDu Ihnk very caratulry BDOUt 
WHERE you buy ihGrti. Ccnsidfir w*iem n will be ih- a tew nwilhi aher you have made your puronsjse. 
whan you may reqixe addbonal penpJwnJs and software, or help and bkJvks And, wh ihn compary 
yoii buy fnxpj contact you wflh drtaiis or" new r^odurrs^ Ar Slk» SyThim*, -*m mm ihai ytw nvthm 

nulhing lo vrarry about. Wt have baen ealabhahed TOi almDaC 14 years and, With OUT UOOVIftHf 
aKper«unofr and e^-ust 1 , we can now darn k rneel our cufltorneYB' requiflemenlB with an understanding 
fth--J^ s. seco/xJ In niyie Hi.: rtf-iV: nsl I,t.»o r.ur vhotI il CoTfli™ nnr: rntirr ihi: "ojpun n\yf* \k< lui 
\\ii\K: FREE Ihnralum and begin ba axperwric^' I be "&liua. Systems SfrfviLo" 


MAIL ORDER: H The Mews, Hstheriey Rd s Sidcuij, K#nL 0A14 4DX Ttl: 

Cum l.fil Opm Uon-Sil IDhnriJfl^i N* Liu IU|dpwha Hj 


041-309 

■mi -"MM 


LDN0DN SHOP 

.'.lHiii-il hU.i£. 


b>- T.^Rntyn Dniil Poad LonrJOii WlP DS^ Tel: 071-540 WO 


LONDON SHOP: SeHricge& n?i Oxford SlrHHl Loiil'ji' W1A >3 


Til: 1W 


SIDCUP SHOP: 


1 A 


The Mews. Hathertey Rd. Side jp Kent DMA 4DX 

Lri* ttOni: Mir - Tfin 


Ttl Q«1 -MZ 041! 

Fix hu H1J1 0C.I ? 


Tf 


To: SiliW Systems, ONEAM- 1192-68. H Tlw Mews, Halherley Rd, Sidcup. Kent. PAH 4DX 


PLEASE SEND A BROCHURE ON THE GVP RANGE 


Mr-'MryMiftfi/Ms. 


mihais: 


SwrAftffl*: 


Company Name (if apfacabJa) - 

i^GO^aSS. ii.iiu ■ •irmiiri' 


^\ MAIL ORDER HOTUNE 

'H 081-309 1111 


SIUCA 
SYSTEMS 



Te* fHcin»>: 


Poskxxte: ..^ 
Tel <Worfc) .. 


Which comouleri&J, il any. do 


yt.x. own" 


ElOE ■ AMf¥Md DflOH Wi ■WS*iwH ? a ? -w. Mm™ . I'taiM mli^i im HKIW IW ih* W«« I 



□ His tony □ Spop t*L . □ En t * n*n 


to tht*©*** 


row 



0l» t i oris 




- m 


Mhat do you 

th i s ? 


ge t iff you stfcu^j^e 



TRIVIAL 
PURSUIT 

The Hrt Squad £7.99 

■ r 's just my bloody luck, isn't it? 

Ido I live on Board Game Avenue 
lor something? First I get Pic- 
tionary to review and now Trivial 
Pursuit. This isn't necessarily a bad 
thing, though, as both games are a 
different type of conversion and Triv 
serves to prove my point that 
board games can be converted well 
when there are obvious ways in 
which the computer can enhance on 
or improve upon the original. 

Triv was a boardgame phe- 
nomenon when released upon the 
unsuspecting public in the early 
eighties. Within a few years every 
self-respecting party hem would 
possess such a game for those 
moments when the conversation 
began to run dry. The short phrase 
"Game of Triv, anyone?"' would 
inject a new lease of ^ife into a flag- 
ging dinner party and within sec- 
onds of the offer people would be 
dividing themselves into teams, 
forming new alliances and trying to 

kteam up with the attractive girlie 
in a vain attempt to impress her 

with a fantastic display of gen 


eral knowledge and subsequently 
receive a free snog. 

The questions, as related via the 
animated cutesy quizmaster TP, vary 
from the traditional text-based ones 
to more elaborate graphics- and 
sound-related posers, i.e "Which film 
starts with this piece of music: Dum 
dummmmm d u m m m m , da darr, 
dum dum dum, etc." Although ini- 
tially amusing, the time TP takes to 
traverse the rooms to put on his 
stereo and all that soon becomes a 
bore ^nd the option to turn him off 
is welcome. The game does look and 
sound somewhat dated now, but if 
you can live with the rather duff 
graphics and. presentation they 
shouldn't detract from the bask 
gameplay - after all Triv is Triv no 
matter how it looks. 

As I mentioned earlier, games 

■such <is Putioruary oH^r nothing new 

in their electronic form but Trivial 
Pursuit has a very strong case for 
conversion. Questions can be posed 
□sing graphics or sound - something 
that is impossible with a set of dog- 
eared cards. Triv is not necessarily an 
improvement on the original but a 
step in a different direction, nearly 
- but not quite - as good as the 
boardgame, 

RATING: 67% 



T SIMPSON VS THE 
SPACE MUTANTS 

The Hit Squad £7.99 




The Simpsons, eh? Considering that the TV show is only avail- 
able to those viewers lucky (?) enough to possess i SKY receiv- 
er The Simpsons have managed to weedle their way into the 
nation's consciousness remarkably quickly. And as Simpson Mania 
continues to grow unabated, this re-release couldn't be more time- 

Converted from an original console game (ugh!) it's basically a 
platform adventure based around everyone's favourite underac Nev- 
er, Bart. The ludicrous story involves a bunch of smelly space aliens 


... continued 


FREE! FROM SILICA 


When fT*j buy ymi fi** AfinJgA c ampul or iwm SJtca 
Sysaoms. w« will flr** yOii flf> fl**tn?naJ wwih ol 

sahwait FREE OF CbA=iriF inaudmg same gp-ol 
er*e*tajryTwni and pfKhKHMhy programs. Thaw Irw 
Hills wii h- 1 1 1 ■ > 1 . i : :-h vi urn woikl dI rampLtorg and 
help vj • • y 1 '' 0*1 '•• ■"' ,! f""L mar - * ,r v-'nr new UJ 
Plus, wiJh Hirtirv Am^tf Imm i-jlua wd wM you nj 
nnH» FREE r^tia* h4W aecommwirton for you and 
yuix lui«ly to ar^Cy a bruh Jrt heme ar abroad 



\ ARCADE ACTK3H PACK: 

10 Sm»^ *rTr»*lHlwnirt: bite: 

A ST E fit X QUI 

CfflESS PiA Y£R StSQ £24 » 

WWYW FC¥?CE_ EE*.» 

LIVE AW i.fT Off £19.99 

orcemUGtfF «+99 

fflPF JWANLA lu . tJ+99 

WCK DANtitflQVS CU+99 

AJXT* W flOLL €1*99 

SKWEEJt - C1*« 

TRfVLAL PlMMnT._„ C1**5 

PRODUCTIVITY: 
photon p^int a u ren.M 

□FA BASIC V3.ft E5Q-4W 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Evwy Arrtoa 500 and SOT iran Ska avnw 
: l-iii - : »trn a fca# 72 paga cellar brtKhuH 
wfl-i BXiymmncWiwi wxebara. TNiS* eniijie ? 
p^opta Ir. sin-,- up to a lnl:sJ of lti munis r. any :l 
?■}?. hrtrts with acoomrrodaicn FREE AH you 
rvioa In pay tar are yc'-r rwats "||liK*& are islati 
ir tho □rcchLJE'i 


TOTAL VALUE NEARLY £370! 


AMIGA 500 Plus CARTOON CLASSICS 


PACK INCLUDES; 

.WK3A EiG FUUS.. SS 
* SJLT-* 1* DHYE FREE 

■ AJK Ti MOGUL* f DA FREE 

■ opt puwtn 

THE PUWTtERS 

D&UKI WJKT II r75 » 
PLUS 1 BEE FROM SILCA 

■ PHQTGh F AWT a . . EES » 

■ ARvAM agtoh 

QWf 5 PACK - 




Thfi new AmiyA 
GOO use* stabB-of-the-art 
surface rnoinl lechTOlooy, For 
maximum retabiUty end Features a 

Hoppv nr H-s, mousB, TV modulator and 
v-\irl r.ard slot all as Standard The innovaliy* 
smart card sltfi accspts games, RQM or RAW cards 
(Fram 1Mb up Lo and will 1a>;a advanlagie of many 
Ful jra new dfiveloprnents. The very :jtlesl version cF 1r*e 
operating syslem. Kickstart'"WorkDerx?h v2.Q& ia used In 
me Amiga 600 and its enhanced chip set facilities 
include improved graphics resoUition. increased genlock 
support and the facility for up io 2Mb orl clmp memory-. The 
Afrnga 5GQ fully oompalib*C Ir 1 *? Ah70 CD- RON" D" v<> 
arnJ Interface which will g^e -1 access 1o a full range 0* CDTV 
titles and audio CDs The Amiga GOO i& availafife Irom Silica in 
aaveral conrjigunalic'ns including a appe al ^Mh RAM upgradu 
optionaJ svlra - see ihe chart below. 


A60Q+ "LEMMINGS PACK" 

£299 

IIMC VAT - Rei: AMC 


NEW! I 


A6Q0 PiMCK 


£349 


jr* siEBHd iu rjilw" 
T+ anfnM 1Mb 
SCO F1irf *rti button 

Ca^oor C>Mvia PKk 
s£ffi%ain al P~e irt^Hldb'v 
priC4 Dl any E2BB. fhe Amaa 

kC Fiul <*rt bfl uTHjurtAd u»tgi any rH NMldiadt 4f 
Builrq wrylieiuv ihgi hih f&te avaJabla incrL^Atg Iht 


AAVd wirvtng 
hii:j<i nl GyP rwrd dews 



PERIPHERALS 

COLOUR MONITOR 

1(Jfl45 INC L-ABJJE 


RRP 

£29& 99 


£199 

MOW 41184 


FAM UPGRADES 


which can ohrt w& PC amiMlBii, lurfw »WM 
fl*paniB^ procHur erw*^HliXi Brtri hard 
iin.H umAijft sfKiin "^M* is asD a m >j- «•' 

i/l'if fi|.m cjM!H wftitf ilrnrt FiC AKfi t-'M5 -iglH?- 

rc^^ ul oos mora <3rt>jr himi iirt kcWng c-fotn n « 


1m. AMIGA 



CODE 


SUfJ QSE5 


3ESCHIPTKJN 


C3U & 2> Bwd-MOfl 


AMTEK ■ 


MOD 


CE4J ■ S1&l Baud ■ ASK 


JWITEK Lii B« No Cfcd ■ A-Hn 


.■jUiTEK Li Z'» Brd |tc CKxk - 


■ 


SlLlC-A 
PRICE 


IV? I QT U 


l -is iil 


fi4fii» 


V1H MS 


EXTERNAL DISK 


lUllUf 3V life 


DRIVES 


DR1 2SM 


f'CCi TF ii* - va -f Cdauf 


1H.W 


HOC l Tf ■ :j .- ■ a Cjjj-i I £53 9EltM.lt I 


PRINTERS 


[Mtse 


[169 M 


[«■] 

SB 


ROM UPGRAOE 

[uKirflQlED feua^ Kbd ROM Ewe^fl' I il^ r, I n; | 


^w<^4 (cd|v 

— n« 


CALL 
FOR 
PRICES 




NEW! 



WILD, WEIRD ft WICKED 

Th« Wild, Trw VYBifd 3nrJ Thai WiCfcrSd (WWW) is Irug 1irie 
tyl Commodore's new Amqa &0Q gaiws pac* Pnond nn 
C34B. it comes Kim p lei t with Amiga $00 Ktmpuirai aid 
mous«. plus a range of high quBfty eiMartiinmiBj* 
soltwiirn. Fui pack COMentS. pus a Iril ol Ihe FfffzE grfte 
Irturi Si oa <-dh eve -ry At g;s 6E1: fie* Ihe Char Wow. 


EPIC 'HARD DRIVE' PACK 

■<:r iwe senr:-.i5 uwjr Ihe Ef>0 Lanq^EH? P^rh 
Lased abound Che A600HD, ll-* AFXO Wth 20MI? harrl 
Orive it injuries chaMenging adventure renins and 
sc^ar^ lur Ihe lir^gurEilicaliy mmrinri 1 DeM it, ;i-e snown 
tmkftt filonq *lth a fcsl of ifTrj FREE lji*i^ yxi will receive 
iiLf'r &-hca Vkim .i.Tfin/ Amiga MO purc'ciaed 


AMIGA €00 COMPUTER OPTIONS 


* 1 M . AMIGA 6IHJ - M0LSE. a.-i' Disk Dr 'rt. T"J W^nnlnr. SaiiH CtrdStil 
» iCvi tlARD DI5K-Vir> 1^. rast rtofiqr? scarry ind •Tar.i 

* DF.U-X& FA il l III ■ Aw-ditl filing grdpriw jrv: a^imliuii package 

* LEMMINGS - Saw Thfl Lim-nngs is Uiup illd 1CC wrwns nl darnn 

* MCRfJPflf^ GRAND ffllX-toirfl gimuac^n al \\n lh«iliarOE*<lrsof rftetraa 

* BILLV PUnTr" ■ TTH pUM jfra*aamc srluiifliMH [i»Jhirt> 

* PUSH TMfi - A flame pulZal. Can & I Art Crrtn Cmt^ a i- 

* FPlfi ■ A Sci li ithWLuM Can flurie a space ilw *[f-ME Ihi y:lar T^mT 

* ROME ■ Your rjoal ii m bttxme Empl rw <i Iht; mH pa,ir>c adwniu'f 

* MYTH • Can iuu 01& ajfieS nl evi and bubsIcti lh£ |eDqE^"*n||lHp«apdi7 

* TRIVIAL PURSlPl 1 iniu^juti ThegiaK V^n q^z pamflnrlhe AnTKH 

* WTJMU PRCCESSQR - DICTIOHARV ir.surM*,- Fur credit] rjKUmjrfc 

* 1 UAH 0H-5ITI WAHH4N'v 

Pi US? ■ FREE FROM S9LKAiwhv¥ihprfapiM| 

* PHOTOW PAIHT iZa An.iitpackaiewUi nir*«nus Isaliiicr, jnd speLiaJ -rrecllE- 
m fifty. W[ A0T.0N : '.iiCK - T» *MlC &i/nw: -jhud'em utrt. fal2\t-:- Mnmrj 

* GFA. BASK IHTEPPflETER <J b • A tin^aee 1y r/'Ofli&rn^s.nl ail e«ls. 


TOTAL PACJf HJ.W=- 

LESS PACK SAVING: 

SILICA PRICE: 


pnict Of PACK ffcOLUnihiG upcnAue rO 
2Ma ri-^u wito aATTcnv BAOifEe CLOCK 


flHb Hard Dri i^ 


&TAND.4LQME 


mm 

cas.eg 


Eneas 
ese.oa 


C77&.70 

£476.70 

£299 


E344 


www p acj< 


i i 

c 3-4. 99 
C?Fi.99 


f 22fl 7B 

CADlOO 


'L^J JO t>B 

c-aa7 6Fj 


£349 


£3&4 


aoMb hp 


FPU; PAO! 
£293.59 

nn 


£19.B>9 
£20 55 

/ 

CB5.03 
EZZ9./& 


£1074 BE, 

£575.6*1 


£49! 


P544 


AL. PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


290«pi'H?. 


SILICA SYSTEMS OFFER YOU 


4 FREE OVERNIGHT DELIVERY; On at hardware of dera snipped in the UK nrfcirnland. 

• TECHNICAL SUPPORT HELPLINE: Teams- loch-.cii cscpflrtsai yOur M^ice. 

9 PRICE MATCH: We fwraafly rnalch cornpKriD^ on a 'Sams prcrdycl - Sarrw price 1 bass 

• ESTABLISHED J 4 YEARS: Proven track record n prtfoi&enal oampubef sales. 

* Cf2 MSLLtON TURNOVER (with Stf *t#fff: Solid, reaatie and prcdrtrjUle. 

* BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available Q&1-30B WBfl. 

• SH0lVfl , OQrV^5'■ Demc^sinsiiij^i flrti naming racililieE, a1 our London A Sidcup bfipnch&a. 

• THE FULL STOCK RANGE: AH -pi your feqdireroMs 'ram one sup^iur 

# FREE CA TALQGUES: WIN be Tailed Do you with offers 4 so*twains and panpherai * tails. 

# PAYMENT: MayOf OQ&t cards, cash chEqua or mor«: H lv K-jms 

Belong ym.. -1oc:i1s when lu buy fOu( new Amioa oornpurer wr> suggafil >saj IfiKlh. very carefully flbcxjl 
WHERE ydu buy A. O^i&W&r Wfiafl 4 TMll be ■*» a rew monlhs aTler buying yOur Amipa. wtwm you may 
require aadnKJiiaJ r^r^rjnen*is or 5*1^. ir:; mi uSp jii:: ;rfvice w?h yOjr new 3urcti;L5,e Ard wH Ihe 
cofppany uou Iwy ^ m wniaci you wim deifljlfi of new producls ' Ai Sh^-i :V.r;-i:m» wa ensure that you 
w* hasm nc#iina id worry ubiXiL We have been eBlfltHiEhed for almosE w years and. wrlh our urwivflisKi 

ejtfmnaiitie and eStpertlBe, we carvfiow claim SofruteJ nur ousluirier^" leOu^eTiems with Ppn ynaortfJirKiirHj 
wr*cfl second lg rupn*. Bui cbn 1 ! |ual take our word for It Co*nplele flnd return I ho ooupOfl rW* *DT OUT 
liliir FREE Ihrwaiura and Lwpri c&e?ipenarce1he 'SiUca Sys-^ams Srs-vild" 


IrlflfcL ORDER: 


kS>" Sv ii CCa—?. Wr^ii 


Th^ W?r.:= Ha'Jierlev ^d. Jdcup Kri^ I-AH -13 

hfi Lirtu -DiiMfU 


lei: OB 1-309 1111 

■ 31 imc rtn :t5e UK 


LQNDQH 

Owing HoiKh 


LUNUON SHOP: Sdiridges -intta 

UMn^i m*vi hfafcFn i.Mju-T rjrjpii |S* dttf t aaprr... 


52 Tbrtanharn Court Road, inndcn. W1P QBA 
Oictord Streel, Londr^i. W1A 

Lah r^ar* Tluiatf • -5pm 


TH: 0711)90 40PO 
TAB TiS: 071 -6M 1234 


5-IDCUF &HQP 


14 


The Mews. HjlherlEy Rd, 
Lak 


Siilciip, Kent, DAU 

4dn FrUay ■ 7pm 


m. Ttl: DK1-3A? 8611 

F* rice nil »3 KIT 


Ta: Silica Systems, ONEAM-1192-B0, H The Me,'^. t-alherley Hd. Sidcup. Kent, ^D>^ 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr.-Mrs'Miss-'Ms- Inrlials:... 
Oompsiny Name fir appicablej 


Surname: 


ALldreaa 


-\ MAIL ORDER HOTLINE 

V 081 -309 1111 


SILICA 
SYSTEMS 



Tel fHorne): 

Which sompulflfilfi), H any, 


Tal <Work)- 


iy, do you Own? BOF^ 


ruri n-iirilmi iMr/hlHIli . P4MHa HjlUTI Ihk" miBnn \.i II Hi Lllwtl fTflj ITIU I 




; \l LAP I 
LAPS 

99* as 

1J7 7v 



LAP /"/.-*, 
O ' 02?? 
O' QO^OO 
0 ' OO'OO 



SUPER 
MONACO 
GRAND PRIX 

Kixx £9,99 

SMGP is the official conversion 
of the Sega coin- op of the 
same name, with a few minor 
changes. The arcade machine con- 
tained only one course (which is 
quite limiting) and, understandably, 
the conversion team decided to 
beef-up the computer version and 
chuck in an extra three tracks, with 
acce^ to Monaco only granted 
when successful qualification from 
the previous tracks is achieved. 

The game is a sprite-based racer 
with fast-moving and sufficiently 
smooth-scrolling graphics streaking 
past at an impressive rate of knots. 
The car has three sensitivity options, 
so there should be a control system 
that feels right' for just about any 
armchair Mansell. Steering is., ini- 
tially, quite tricky and it soon 
becomes obvious that the only 
chance of making it to Monaco is to 
learn each course. H Super Monaco 
does have a fault it's that it's very 


unforgiving - take one bend too fast 
and it's ogling at the attractive lady 
in the swimsuit on the 'Game Over" 
screen for you, my boy. With a lit 
tie care and loving, though, the car 
can be goaded around the track as 
if it were on rails. 

As you play, a limit is set on the 
position you can fall back to in the 
race and once this is broken the race 
is over. This placing is adjusted dur- 
ing the race according to how 
you're doing so if you zoom off 
right at the start the chances are 
you'll be trying to avoid slipping 
down to third place before too long. 
So a tiny hint of strategy is called for 
and it is best to pace yourself early 
on with a beady eye fixed on the 
rear-view mirror. 

Although it's certainly not the 
best sprite- racer around (and its age 
is beginning to show a little now), it 
really is blummin J great fun and pro- 
vides quite a long-term challenge. I 
really do like this game ■ I always 
have done - and at this price you J d 
need to be completely off your so* 
called trolley to let this purchasing 
opportunity by and miss your 
chance of owning one of the finer 
racing games for the Amiga, 

RATING; 85% 


con tin ited. 


BART SIMPSON VS THE SPACE MUTANTS 

and their quest to take over the planet. Only Bart is aware of this 
cunning plan and so he takes it upon himself to save the planet and 
generally become the hero. Why he can be bothered with all this 
when he never even does his homework is not explained so it's prob- 
ably best if we don't ponder upon this point for too long and move 
on swiftly to the basic gameplay and all that sort of stuff, 

As Bart, the player is guided through a series of platform-strewn 
levels, with a set task to achieve on each before progress to the next 
is allowed - On the first level, for instance, Bart has to change the 
colour of any purple objects (this is exactly the type of thing which 
the Space Mutants need to take control of the planet, you see) and 
this can be achieved by covering them up, res praying them or all man- 
ner of other tricks which become apparent during the game. 

Although initially doin^j a damn good impersonation of a creaky 
old 8* bit game r subtleties are soon revealed and little touches (like 
the They Live r -type X-ray specs used to detect disguised aliens) make 
the game slightly more involving to play. As you can see, the graph- 
ics aren't exactly award-winning by any means but they do bear a 
good resemblance to all the gang and the bright bold visuals give 
the game a 'cheery' feel. The gameplay itself is a touch linear for my 
liking r not really offering anything new or original enough to take 
people by surprise but just plodding along, content to remain fairly 
average. 

Overall the game isn't really substantial enough to warrant its orig- 
inal pricetag but at its new budget price The Simpsons is a worthy 
purchase if you're a fan of the cartoon family or fancy a no-frills, mild- 
ly-entertaining platform romp 


RATING: 65% 
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MONITOR FOR THE AMIGA 


OFFICIAL 

UK PRODUCT 

FULL SPECIFICATION AND 
1 YEAR ON-SITE WARRANTY 



PHILIPS 8833 

14" COLOUR 


AND ATARI ST 


Mk II 


MONITOR 


TO**? 


1* 


mC 


THE GAME 

Lota* Turbo Challenge 2 irom Qrarrtiri 
Graphics ta*05 racing games 10 new 
dimensions. Pass tM<>-^ hazardous 
lunnels. Iwsl along tog-strewn iracKs; 
speed aver Band flriPls. Its an aclion 
patknKi lesi or your skill and spaad - 
CAN YOU HANDLE IT! 

FINAL CHALLENGE EXCHANGE 

H you airftftdy own a copy 0* Lotua 
Tuffco CbMengp 2. don't worry. You 
can rattan lhe free copy 1rom your 
monitor and. lur ..r=;l Lb, Philip* 
will enctia^ae- it tor "Lotus ■ Tn# Final 
Challenge", "ifcu can use this no* 
Boftwars 10 design and <:rftalri '/j^ 
wery own racing circuits. 


THE COMPETITION 

WIN A DAY FOR 2 AT THE 
1993 BRITISH GRAND PRIX 

imagine grandstand seats al the mosl acclaimed 
event in the Fcfihula One year - The 6rffeh 
Grand Prise. Philips will fty you and a irienci itfo 
Silvarsloiic and meres. Lne chance in maei a 
famous Formula One personality a. celet^ty 
i^cflplior . U's Ifien lime 10 taha your grands!*"-:: 
seals inr the rooming's practea. A delicious 4 
course luncri ftrtows- 1N?n it s back to your seals 
tor the Grand Prix ifleelf. 

ITs a,; pail an evening firs* prize package in the 
Turbo Challenge Ccmpatrlion. And, iF you don't 
gel lhe chequered flag, there ar* 40 runnef-up 
prizes o1 Fenart Tesflarosse remote centre* cars. 


THE MONITOR 

• W CGA COLOUR MONITOR 

• OFFICIAL UK PRODUCT 

• T YEAR ON-SITE WARRANTY 

• FREE? LOTUS TURBO 
CHALLENGE 2 SOFTWARE 

• RESOLUTION: 600x285 

• HORIZONTAL FREQ: 15.GKHZ 

• .42mm DOT PITCH 

• STEREO AUDIO SPEAKERS 

• EARPHONE SOCKET 

• TTL-DIGITAL Si RGB-ANALOG 
COMPUTER INPUT SIGNAL 

+ CVBS V)DFQ INPUT SIGNAL 

• DARK GLASS SCREEN 

• GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

• AMIGA, ST. PC COMPATIBLE 

• CABLE REQUIRED 
See AccvSAones Da tow 


USING A TV? 


RECOMMENOEBtJ 


For rnaaimiLrfn iwinyrnftril: ri L<MuS 

21*1* 2 

10 rft-QTiTrfin;:* Me oesl BO^ng Zip 


I urno ChiLlL-i^e 2. ¥«e are pl&ased 


5*k Super Pro JnyahCfc. Thfl Zip 
Sik ia probably tun best pysiiek 
Cijrrerrlly availatte 1r«! wuid'a 
rastflsl rapid lira! A1 of#y Li? ii 
rtftirasants sufwfo m;si.ik Tor money 

* LH-'r-iryti Shafted hfinnte! 

* B rn^r^swDches- 

* Hftndhrriri'labte 10p 

* 2 hre huTlwia 

* ln\M ac&pn auto-lire 

Rhnn rapid burfl 
Mogsfrftll Mmlinumis li-e 

* RdbtHE' - =.,ir-ri:ri cki\j* 

* Exlra tonfl Head 

* 1 yr g1a« 


t 



STK "RC. 

£12.95 




Switch to a monitor and 
WHAT YOU'RE MISSING! 
If you are currently u&lng your Amiga or ST 

with a domestic television set, 
then you are missing out on picture quality. 

Unfortunately, because ycu- TV 5 u*ad Ic rOceMfig mlarior UHF 
IransmrssronS Irom tha airwaves, it only has a UHF socket. So, 
youf computer has io downgrade ils hi^h -quality digiial RGB (Re^i. 
Green. Blue] signal in UHF to enable you* TV to receive it. 
However, because ynur rv can only display using RGB, *1 nas to 
conwri the UHF signal back to RGB betae it can put a piclure on 
lha screen Q\ course, every lime you K*wefl imm one signaJ to 
anolher, 1t>ere ifi a loss ol quaJHy which means 1hat 1he fnal picture 
on lhe TV is not as good as lha original sigrwri from your rjorngsiiter 
You can overcome Ihis wrth a monitor, whicn has an RGB socket, 
not UHF. Your computer ttitt recognise Ihis. and sand its originaJ 
RGB signal to the monitor which will oteptay the image dVectty to 
the screen with no loss of queJity. 

The Philips AB33 is lhe besl selling cotouf monitor lor the 
Commodore Amiga and Atari ST ideal Io- game playmg. it offers 
excellent colnur graphics and has =.iewo audio speakers lor 
enhanced siereo outpui from (he Amiga and ST-E. The 
pyr-ormar^a and rel.ao ly o\ I t- ih exLaonon?!. rthich is why 
we are conlidenl to offer 12 months ON-SITE warranty with avery 
PMjh 8S33 monrtof Plus, every 9633 hem Silica comes with 
FREE Lolus Turuo Chailwige 2 software, all lor only L199 mc VAT. 


ACCESSORIES 


Al ol 1ha accassorlas below 
are suitable lor use with the 
Philips 8833 Colour Monrtor 


CABLE - £9.95 

¥o*j wii i-«hii n cat*o iKTrtKi rtio mips 

nwwaWf El « 65 h»c± but rl yw bwj lr«n 
F;Jcu ii Oie u youi nw nwriw, 

mu mU ah* jou u tS tSfczounl 'M >w 

ihiL sn as .u ^.i tun fou dt*k 
una Icf pciji wHTifiuisr. 

.^B»ie - ST-E STERtO SOUND 
CAb^.llA ST-FM MONO SOUND 
CAB5O50 - AMIQASfEFtEQ SOUND 

SAVE £5! 


COMPUTER 
WORK 
STATION 

£49.95 

liUA lAO 


ALL PRICES INCLUDE 



COMPUTER CLEANING 
*N0 VACULM KIT 


FREE DELIVERY 


jin-»v-:4Hi 


f SILICA SYSTEMS OFFER YOU 


i FREE OVERSIGHT DELIVER: On al hardware arters snip^u inr* LK mairlyixl 

• TECHNICAL SUPPORT HELPLINE. T«am ol bechnical bk^Ms ai your sflrw: 

» PRtC€ MATCH: We ncrna : i> WW ^peirlors rr, 'Sflnie produd - :>iir. £! prcs" base 
p F5T-Aflr_JiSr4£D l-^ PrpMBalrack rflcarrj in prolassonai cf?n0Ulftr sales. 

» £12 MtLLtQW TURNOVER (wftff €0 MtAffj SoM. reliable and pcolilabie. 

■ BUSINESS ■+ EDUCATION + GO^ffNfWEryT. volume dsctiums ayaftabw M1-SQi OBSB. 

■ SHOWROOMS. D*fflonslratan wd t^iriinfl lacflrties at our London £ &dcup br anChes. 

• THF FULL STOCK RANGE: Ml of ycmr requiran&nte From one supplier 

• FREE CATALOGUES; Wi» \x misled to you with otfjirs -» software and p*fiptwrfll delays 

• PAYMENT: Ma*ir cfBdrt cards. <^sh cheque or rnoriihly wrnis 

Balore you dncric «t«n to buy ywr rww montor, w? susbmi you thinK vprv cartftjl^ atjoiit WHERE 
you buy ii Ocnsklar what ■ he. iiKt a lew months wtter ytiu *iava rnar>» your purchase. *twn ytw may 
rwiMrr- addr&onal penphsrat aod sottviare. <x hdp aftd a*^« *nh ynuf new purctaw. Artd, will th? 
ru'ir-b- y vou buy hr.m ox iiisi s^i win cininis new p'oduct*? Ai Silica Syslem*. mil ensura that yai. 
wih have notting in worry Bfcout W« haw* been estaWishod lew almoel 14 yw* and. rttth our unrivaled 
Aiepnmtnce and toftirt&B. am iVj* C\W to rrwal qui Cwatomenj' njqgrromenia with an i^ndoralflrtdTHJ 
vslir ' ■& sacrvirl to idi«. BUI don'l jJSt lafce cor wWd tor it CflmplolE- arid f«um rr» coupon nowior wr 
lalesl WE litnrnMr* and begin m i:Aui.' it ice ihe Smv-. Sy-iiir-i ^ L J"fv 


HAIL ORDlfl: 

Ordtr Litw- Op* 

lONDDH SHOP: 


1-4 Tha Mews, Hathartey Rd. Sirkup, K*nt. DAH ^QX 
b2 Trjtienham Cool RwrJ, London, W1P OBA 


081-303 


Mi>' S» ^ M«--h *W« 


SHOP: 


Sel*rdfJM h™:-. CiCtbfd Stred, LflnJon, W1A 1AB 


Til: 171-aflD 40DQ 

hfa. PT1.3B i7U 

Til: 071-62* 1234 

liimmqii aai^ 


SIDCUP SHOP. 


»-* The Mews, Halhe-!ey Rd SidciP. K*nl DM 4DX 

Ljk ln *"r 


7pm 


Ttl: DI1-3K 8B11 

FHl He. 0*1 XB 00-17 


To: Silica Systems, 0MEAM-1 192-31. H The Mews, Hatheflsy Bd, Sidcup. Hunt, DftUjtDX 


PLEASE SEND IMFQPMATION ON PHUIPS MONITORS 


Mr.'MraWissfW*: Inrtial*; 

Company Name (If appfccabJe). 

.ftddre¥$: ■■ 


Surname: 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 
SYSTEMS 



mmmim mtm^uuiut PoHtoodo; ■■ 

Ttl (Hem): < Tel two*): 

Which comptnartEr, iF any. do you own 1 ' - ; 


S1A^| 


OFTWARE CITY 



P.O. BOX NO.888 Wolverhampton WV1 1TP 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 

Registered Office: I.J.A. Software Limited 2nd Fltxir Office-H Hampton Walk Queens Slice! Wolverharririion WVI 1TQ 



AMICA CAMKS 


A VI IfJ A < OVII'll VL JOINS 


I sc Envision Manager ,r..7.99 

Addums Famil y .... 1 7.99 

Atkiuiced f ; niii Machine ...jd.99 

Airbucki 21.50 

Air Support <New) J . u . M .„.l'7.99 

Alien Breed 17.99 

Another World 17.99 

Apidyj 4 17.99 

Arcade Fruii MachinetNew, mm, 7.99 

Arnhern iC.C.S.) 13.99 

Arnie <Ncwl 7.94 

Ashes of The Empi re 24.94- 

FhkLLuujs (New Prkei 7.99 

Ban* of The Cosmic Forge.. 2S.99 

Bard's Tale . ,9.99 

Hards laleTnlogYllWl 24.99 

Balllcrftra .9.99 

Banle Isle 2I.5U 

HjiTCk- Kit DiUii I >i -nk L.^.99 

Banleol" Briiain (Their rin«M htMirj .... 

21.50 

Beasi 3 ——3150 

Hitf <Ne*l 7.99 

BLrcUof Prey 24.99 

Bl.iL-k Crypt 17.99 

Bl.iik 1 Warrior <Newl ., 7.**9 

Blood Money 9,99 

Bridge Player 2 15( J 21.50 

Bubble Bubble 7.99 

California Games ..7.99 

California G allies 2 L7.9U 

Captain Dynamo 7.99 

Oul l.i-*is Challenge 17.99 

Castles 2\J5Q 

Chumpnm -4n p Manager , 1 7.99 

Che -Guerilla in Bolt vim (C.CJ.)— 

17.99 

Chuck Yeae-er 2 .9.99 

Qiuckie Fgg. I trf I .9.99 

Civil ismiun . r 24.99 

C.J. In ihe U.S.A.... .......7.99 

Conflict, ui The Middle East 

2 1 30 

Cover GLrl Poker L7.94 

Crackdown 7.99 

Crazy Cars3 _ 17.99 

Cricket Capiain L7.9U 

Oui*e For a Corpse 19.9^1 

Cyhcrblafii (New)™—.* 1 3.99 

D Generation 17.99 

l>j(ey Thompsons Olympic Challenge 

l).,rk Uu.'.-n nf Krynn 22 99 

Dealti KnijihisOf Krynn 21.50 

Deluxe Strip Poker '2 . — 

I I Mt^ ' I^POUvrl ,,. '.' ill J 

Dkl Tracy 's Adventure (New! .21.50 

Dizzy Panic <Ncw) ......„..,.7.99 

Du./y Prince of The Yolk folk 

„ I New* ... 7.99 

Dojo Dun ...iNewj 17.99 

Double Dragon I or 2.....—. .9.99 

Dungeon .Master/ 

Chaos Sinker Itiflt i 7\ TO 

Dynablasters .... u ,u2L50 

Era Que*! I New) ...24.99 

Emlyii Hughes Int Soccer 

UUIUIUIUHIIUIuj M CW 1 i'rKE) BUhlJUILII / 

Epic 21.50 

European Super League 

<Sp Offer) 9.99 

Exile I Special Offer I 9.99 

Exodus 3(110 (New) 21.50 

FL5 Strike Eagle 2 O meji j 24.94 

FlfiComhai Pilot .9.99 

F!9 Siealth Fkhcei 21.50 

Falcon ,.„„.,.< New Price) 14.99 

Falcon Op CounierSirike tDitf* Disk i 

II -HI 

j * i - i i.i i d i i i. i ■ l i . i ■ fa i i.i ikihi ibi ibUkut lai ui ii i ■ i ladFkJr - 

Final Whistle K.W 

Fire A Ice 17.94 

Riefcin (New) 17.9'J 

Flight <?f ihelmrutLcr 

.. [Nen Prtce) 14.99 

Floor 13 21.50 

Football Director 2 r,Neu Price i 4 44 
Formula. 3 Grand Pith (MkToproa*).... 
mimm ^ mm „., 24,99 

FronihW 

Fun School 2i;Lo or 6-H or »+) 7.99 

Fun School 4 iU5 or 5-7 or 7-11) 

M 17.99 


Games Fstuna ^2 2 1 .50 

GiiKiwuy Fti under...., , r ,. 1 „ 1 . r „„22.°9 

Guunilet 2 , 7,90 

Glohiil Effetl 21,50 

Gobliira ,. .1.7.99 

GoUk 17.99 

(.jolden \>-e St.W 

(jr.ienie Soilness Stvcei NLmatzer 

7.y9 

Graham Taylors Soccer 1 7. W 

Grand Piift iMicroproHei ...,..24. L >*i 

Guv Sp>- 2 1 .50 

Ha^irThc Horrible (Newi 17.99 

Hwd of Sc Jroet , (New» 2 1 .50 

H:uln|uin 17J9 

llurpoon Version 1.21. .24.99 

Harpoon BaUleset 3 or 4 „. IQ.^K" 

Heirndall 24. W 

Hero Quest Data Disc 2 1 .50 

HeiuhOf The I -ante 7.99 

Hoi ..-(Ntw| 17,99 

Hiu>k , , 1 7.9$ 

Human* ....jfNnr) . 2 1 ,50 

Eun Bothums Cnckel 2 1 .50 

Impcrium .u......... 9.99 

Indiana Jones Lu&L Crusade.. „.„.,, 7 ,99 
[nUeniHiUitffwl vhiininuinvliin Athlecio.. 

7 99 

iUbUMiiiiNiiiufiUhidhidUiiJiiihiiiiiiiiibiuiiii 1 iWtir 

inlenruilional Karule ■*- 7,M*J 

Intenrumonal Sport t CltuJJenfe...2 1 .50 
Khar Legend of The Fortress ....2 1 .50 

Italia 1990 C >.W 

Italy l990(Kixxj 7.99 

Jack Nicklaus Golr"(New Price) ...7.99 

J;it k NickJifcus Ijnliiimetl CtMirses 

...........( 1 meg 3 21.50 

Jack Nicklaus Unlimited Clip Arc ....... 

10.99 

Jack Nicklaus vol2 or 4 or 5 10.W 

James Pond 7.99 

Jlrumy While's WhiiNvind SiitK?kef„.. 

2 1 .50 

John bameff" Sovter ..-17.W 

John Madden ■ \ith. , tc4hi FiKsibal I 

..-17.99 

Jones In The Favi Lane<New| ...,24.99 

Kai-^j l>twP 17. L *> 

Kick OW 2 i I Meg).. 

M „ Special DITcrp.. .9.99 

Kkk OJt" 2 GiantH of Enrobe 7.99 

Kick (Jif 2 Winning Tactics 7.99 

Kkk iffl 2 Return To Europe 7.99 

Kkk Off 2 The Final Whistle H.99 

Kind ^.rtfsJ „ r . 3^.99 

King> Quest 5 27,99 

KniglHmwe + Hiitt Boot 2 1 .50 

Kniphlsof LhcSky. 24,99 

Kwi k Snax „ J ,99 

l.juejid 4 Hint Book 21.50 

Ljci^ure Sail L-arry 5 24.99 

I jemmLng*, „,„,„„„,„ 1 7.99 

l.^iiiiiunph Ttala Disw .»- m 1-1.99 

Link* (requires. Hard l>isx: Drive 

i s fM K„„,„ pr ,24.99 
LLnkK FireBlone' ^HD^fNcw)!"!". ..12.99 

Liverpool , J"7.99 

Lombard R A.C Rally 7,99 

LordH Of Ch.ws i Special GtTcrl . 

Lotus lisplril 9.99 

Lotus bspLnt Turbo ChuLlenge 2 17,49 

Lure ui the Tenipcress 2 1 .50 

M.I. lank Platoon 21.50 

Magic Land DLlzy 7.99 

Man United 9.49 

Man United Europe ....17.99 

The Manager 2 1 .50 

Manic. Miner! New Price 1 7.99 

Maiuh of The Day..... 17.99 

Mee.afonre$ti.,..,... 2 1 .50 

MejialravtJler 2 21 .50 

Microprose Golf 24.99 

Midnight Resistance 7.99 

Monkey Island 2 !l.e t!"hueks 

Ruveni) 25.99 

Mulii F'bvt-i SiH.it r MiiELftHf 17.99 

Myth 17.99 

NaTC UH.MIUU*MBMIIiai .Ml. .. I I. 1 7 ,49 

Me* Zealand Siory -7.99 

Nighlbreto' < Amide ) 

IIIILIII IBI ■■■■■ ■■■ II I f ^ I 'T^ll^. I . 

Nil Grailer Glory . (Ntw).. 24.99 

North arid iioulh 7,49 


Nova 9 <NrwU .24 

Oh N"o More Lemmings(Sland 

Alone) 17 

Omar Slwrifa Bridge 24 

P.G.ATouirOolf 17 

P.G.A. course Dam Di*c 10 

P.G.A. Golf + Coup**. Dise 21 

Pacific Island*- ,..,.,.,,.,,.,21 

Paperboy. .,..,..,.,-.7 

Paperboy- 2 (SpruaH JlT*r) 7 

Parasol Stars „...17 

Pinball Dreams ..,..17 

Plan 9 Outci Space<New)..... 24 

Police Quesl 3 .24 

Pi hi! id DurknesM 2> 

Piipulous 9 

Populous / Sim City 21 

Populous Ediiot , 10 

Populous New Worlds 5 

Populous 2 (1/2 of I meg) 21 

Poucrmonger 21 

Pow-crnioncer Data Disc Id 

Pro Tennis Tour 7 

Pro Tennis Tour 2 17 

Project X...., 1 7 

Pii/suic 7 

R-T^pe 7 

K;iilniLii1 IVik-m 24 

Rainbthw Islaibds 7 

R.Vd ^Ofie ... ■■ ,,.,..,.,.r,.,,r,,r, I 7 

Rick Dangeams 2 

iSpniH IOITerl,.,.,,r„r,..2 

Riiky Woods 17 

Robocod 17 

Robocop 3 17 

Rugby Coach* New Price) 9 

Secret Of Vlonke^ Island 

[ ; { | MCf) . I 7 

Secret Of Vlonltev Inland 2...., 

( I Meg) 25 

Sensible Stiecer I 7 

Seyniouf Goes io Hollywood ......7 

Sej.nh.iuj Saves The Planet.! Mew 1 7 
Sliiitfl "Fin 1 |i< \mstruciion Kit.. ..9 

Silern Service 2 

Silly Pwi> Wwi 

Sim Cily / E^opulouv .,.., ,.„„.„„.. 

Sun Cily Arcnilevlure J 

Sim City Archite^lurt 2 Bm .. 

SI i^rhtly" Mugk- .... .(New).. 

Sly Spy....... (New Prlcel ,. r , 

Soccer Pinball 

Space Crusade 

Spike In Transylvania 

St Dragon 

Siiilinu.radlC.es. I 

Steel Empire 

Sieg ,..,...„ 

Ste-ve Davis Snooker .. 
Sinker Manager! New Prlff J ■ 

Stunt Car Racer 

Super Cars 

Super Cars 2 

Super Off Road Racer 

Super Tenris 

SwqiehNjde2 

Teani Su?.akL 

Teenage Tiinksl Special Offer) 

Tennis Cup 2 

Terminator 2 

Tesi Ihivt- 2 (Special CHferJ 

Teiris .{Special Qfferl , - 

TO „.„(New|.... 

Tilus Trie Fo\ 

Top Wreslling (New).... 

lotal Recall 

Tracksui! Mana,gcr 

Traders (New). 


Treasure^ of The Savage Empire22 


Treble Cham pi* ms! New Price) 

Trivial Pursuil.,.. „.„.„ 

Turbo Outrun 

Tumcan L or 2 

TV Sports FooUkalKNot + 

Cntnpuiiblei 

Uah (New* 

UTlaiOa O 

IJ I iirUEe Golf 

Uit'piu A Uiopla New Worlds... 

r „ (New> 

Vikings - (New) 

VrtMinl 


M 
17 
]| 
I I 
i I 
..7 
..7 
.7 
17 
.7 
.7 
17 
21 
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.9 
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.7 
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17 
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17 

n 

.7 
.7 
17 


3 

13, 
.7. 
..7, 

.9. 
17. 
2L. 
..9. 


99 

,99 
,99 

99 

,99 

,30 
,30 
99 
,99 
99 
99 
99 

99 
99 
3fl 

99 
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99 
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"99 
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99 

99 
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99 
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99 
99 
99 
99 
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99 
99 
99 
99 
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99 
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,99 
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99 
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99 
99 

,99 
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99 
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17. 
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V^irn Data Disk ..(New) 12.44 

Vuleni (CCS.) 13.49 

W.W.FWrestiiAg 17.99 

Wanriors of Releyne (New) ,.,,....21.^ 

Wing Commander .(New) 24.99 

Wings Oi fury.. 7-99 

Winning Tactics 7.99 

Winter Super Sports 1992 ... (New),,,,. 
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Wizkid ; 17.99 

World Championship Boxirnc 

Manager .........7.99 

Wtrfld Class I.caderboard (LID 

EdilionK 7.44 

World Class Ruuhv 

LSpecTafOfTen 9.99 

World Cnckel 7.99 

World Rugbv .7.99 

Tool i New) 17.99 


HINT ROOKS 

Bards Talc I or 2 or 3 ....5.00 

Eye of The BehoWer, r ... .7.99 

F.yv ttf The Beholder 9.49 

Kings Quest 1 or 2 or 3 or 4 or 5 ,S .49 

KnighUnare 4.-5.99 

Leisure Swil Larry 1 or 2 oj 3 H.W 

LoHirri 5.00 

Mic.hti Magic 3 14.49 

Monkev Kland ,,.,.5-99 

Monkey Island 2 9.99 

Secret of The Silver Blades 99 

Space Quest 1 or 2 or 3 ,„R-99 
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Ultima 7 8.49 

I 1 1 m m I nderv*iwld... r „„ P ,„ S.99 
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4d Pk.-L- v«i D\,c 6.99 

»0 Pice* Ihw Btix 7.99 

1 2t5 Piece T5 Dbc tiiw 9.99 

MOUSE HAT 2.99 

AMIGA AftlfH3l.Hr COVER 9.99 

AMIGA A600 rj>L"ST COVER 9.99 

AMIGA 1/2 MEG EXPA^HI(>N . ... 
WITH OR WITHOUT CLOCK ^4.44 


ADDICTK1) TO FUN 

Hubble Bubble, Rainbow I skunk & 
New Zeulaind Slury. 

£13.99 (NOT A500+) 


AIR AND SEA SUPKKMACY 
Silcnl Servitc Gunship. Win^s. 
Carrier C\»umand & P47 
"rhunderbcjJt 
t2l.5^l 


liOAKO C IEN1US 

Scrabble Dtloxcr, LX-luxc- Monopoly, 
Risk & Cluedu Maissler Dei^clive 
£21,50 


DIZZY COLLECTION 

Faiil Food, Kwik Shun. Mladic land 
D'\£zy> Fartla?sy Winrld Dizzy 
oV Tic^sure Island Dizzy. 
£17.9y 


DIZZY'S EXCF-M.FN'T 
ADVENTURE 

Spe HHh-iiltuI Dirry, Fluhhli.* Dt/j ;. . LJi^/s l^rintc 
crf Uk ftlk Foot, Paak Dizzy &. Kvrik Snax 
£17.99 


FOOTBALL CRAZY 

Kkk Off 2, Woi ld Cup, Final Whistle 
■Si Player Manager 

£17.99 


GRANDSTAND 

World Cluss LeaJerln^arit, Pro Tennis 
Tour, Gaj.za's Super Soccer 8l 
Continenlal Circus 
Special Qffer£l2,9» 


MEGA SPORTS 

Summer Games l& 2. Winter Games. 
Games Summer Bfttim & California Games 
£17.99 


Sf M :t ■ KR < < *M I p l I . A J lOfN 

kick Off"! World Cup, Gazza 2. Microprose 
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£17.99 
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S^fkMUK _ EUROPEAN tlKL>l-:KS. M-\Sl"hH ( \kl*.S. 

ijwc _ EUROCARD3 ACCEPTED TilO 1 1 .''92 


Brrrr! It's getting dark earlier and that traditional English chill is creeping back into the 
air. It can only be November, month of pre- Christmas excitement and the software 
houses' annual rush to get their festive biggies finished in time. So, while everyone else 
beetles round like a maniac, why not relax and take a few minutes to peruse some of 
the goodies coming your way over the next few months. No need to run and hide, it's a 
wonderful, wonderful life... 
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|his one is a distinctly odd licence - instead of signing up any 
particular film or character, Ocean has picked up the rights to 
use no less than SIX of the clas.sk bad guy* from Universal Stu- 
dios horror classics of yesteryear in this, fits latest arcade adventure, 
The seal H t>f gory characters are made up of FrarikiftFteins Monster.. 
Dracula, the Wolfman, the Mummy, the Bride of Frankenstein and the 
Creature from the Black Lagoon. The rudimentary storyline goes that r 
after the death of veteran vampire-killer Profssor Van Helsing, the spin 
its of the creatures that he did away with in the course of his colour- 
ful career have been re- 
incarnated and now roam 
the halls and corridors of a 
creepy castle. The player, 
as Van Helsing's nephew 
Alex, has to go in and 
recover the six pieces of a 
shattered gem, the Blood- 
star, which when rejoined 
will condemn the baddies 
to the spirit world once 
and for all. 

Fans of that clolourful 
Ocean classic Head Over Heels should be jumping for joy over the 
release of this - it's another game in the mould of the aging favourite, 
using 3D isometric graphics to portray the action, and also adding 
another dimension to the castle's myriad of pussies. And of course, 
expect plenty of gory graphics and atmospheric muzak. The emphasis 
is more on the adventure side than action - although there are plat- 
forms to jump and baddies to avoid, much of the game revolved 

around finding the right objects to 
help you progress. Each of the six 
monsters can only be banished 
with the aid of a special object (a 
Crucifix in the case of Dracula, for 
instance), so you'd hetter go out 
and stock up on graph paper now 
- this one s going to take a lot of 
mapping, and as such should 
receive a warm welcome from 
'serious' arcade adventurers, who 
ave been starved of a decent diet 
or ages, And with Francis Ford 
oppola's Dracula movie due out 
on, Ocean's obviously counting 
n a big hit. Hopefully it'll be out 
and about before the end of the 
ear - keep 'em peeled 





CREATURES Thalamus 



aving whipped up a storm on the Commodore 64 (remember 
those?) in 1990 with a rather impressive nine months in the Top 
20, Thalamus 1 entry into the increasingly- turbulent platform game 
arena is at fcast n earing completion on the Amiga. In Clyde Raddiffe Exter- 
minates All The Unfriendly Earth-ridden Slime (CREATURES is an acronym, 
you see), the player IS the super-cute Clyde, whose job it is to rescue ^ 
race of fuzzy-wuzzy aliens who have crash-landed on a remote island on 
Earth, and now risk horrible torture and death at the hands of its nasty 
inhabitants. 

What follows is six stages of horizontally-scrolling platform fun (or so 
we're promised}, interspersed by three special torture screens, each one a 

puzzle that involves the 
player setting off a Mouse^ 
trap-style chain reaction to 
free a captured creature 
from being butchered by a 
chainsaw-weilding baddy. 
As he does so, Clyde's only 
weapon is his atrocious bad 
breath, which is so bad it 
shoots out a jet of fire (who 
writes this stuff?}, but he 
can power himself up by 
collecting MFCs (Magic Potion Creatures) from around the levels and cash- 
ing them in at the buxom witch's end-of- level hut. 

Converted from the C64 original by ex-Psygnosts coder Wayne Smith- 
son [he of Baal and Ork fame), CREATURES is expected on Amiga next 
month And we're promised that the sequel, subtitled Clyde Radcliffe 
In Torture Trouble and currently topping the 8-bit charts, will follow 
very ^hcjrdy after, perhaps even before the end of the year 
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Grandslam 


While he's not out earning a fortune 
on the courses qf the world or 
telling us what a really smooth 
shave you get with a disposable Bk, Nick 
Fa I do muit be at a bit of a loose end. So what 
better way to fill In the time between tour- 
naments than lending your name to a com- 
puter golf game? It r s not the first time he's 
done it r having attached his moniker to a 
rather tatty Spectrum golf sim nearly a decade 
ago. This second game to carry his name, 
however, looks to be a good deal more 
sophisticated - and It'll need to be, going up 
against such stiff competition m the excellent 
PGA Tour Golf , Microprose Golf and Links. 
Opting more for the straightforward 
approach of PGA rather than the depth ier, 
simulation-based style adopted by Links and 
'Prose's effort, Nick Fa Ida's Championship 
Golf promises to be, in Grand slam's own 
words "easy to play yet difficult to master," 
We may have heard all that before, but all the 
same the list of the game's features is impres- 
sive to say the least. The filled vector courses 
(two in the main game, with data disks to fol- 
low) have been created using Arc Develop- 
ments 1 new Reality 3 graphics system, which 
allows for plenty of pretty shading and undu- 
lation effects, and the golfers themselves are 
drawn and animated from digitised images of 
the real thing. Selectable caddies offer advice, 
and there's a separate training section based 
on Faldo's own instructional videos. A modem 
link allows for simultaneous two- player 
games, while lonely sorts can choose between 
eight computer opponents of varying ability. 

The rest is pretty much what you'd expect 
- all the usual clubs, course maps, SAVE able 
player stats, a driving range and practice 
green, seasonal weather conditions, Stroke 
and Match pi ay options... the list goes on and 
on. It's looking like NFCG could be the most 
comprehensive golf game yet, Whether it'll 
prove to be the most playable is something 
you'll have to wait 'til next month to find out. 
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REACH FOR THE 


The demise of Mirrorsoft last year led to 
countless games falling by the wayside 
mid-development - some got picked up by 
other software houses, others are still stranded 
in programming Hell. Rowan Software's Reach 
for the Skies is one of the lucky ones, having 
found a new home at virgin and at long last set 
for release this Autumn. It's hardly surprising that 
the long-awaited aerial combat simulation based 
around the Battle of Britain has been in devel- 
opment for almost as long as anyone here can 
remember. 

The game s promising to be a historically accu- 
rate portrayal of the Battle of Britain and the 
campaigns leading up to it - the dates of battles 
are all correct, and the dogfight ing tactics 
employed by the German fighters have been 
modelled on the real thing too. Players can gc 
all-out for action as a pilot or sit back and play a 
strategic role as controller, organising an entire 
campaign including the production and distribu- 
tion of aircraft. Those who crave a mega chal- 
lenge can do both, making tactical decisions on 
the ground then flying the missions that will 
bring your plans into effect. 

Aside from the usual Reach for the Skies has 
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a couple of nice touches that should help lift it 
above the current pack of historical sims. Players 
can fly either for the British or Germans, which 
should make for two very different games (the 
British role is fighter defence, while the Germans 
must try to bomb as much English soil as possi- 
ble) and - an interesting one this - you can J jump H 
from plant to plane in the heat of the action, tak- 
ing controls of any aircraft at any time with just 
the press of a key. Will it work? Can Rowan, who 
did such good work on Falcon and Flight of the 
Intruder, keep enough planes in the air at a fast 
enough speed to recreate the Battle of Britain real- 
istically? Will Shane finally discover the identity of 
his real father? All this and more„ r next issue. 



HISTORYLINE 
1914-1918 Blue Byte 




F rom the Second World War to the First, with a game that should 
bring a smile to the face of any Battle Isle fans out there. After 
the not inconsiderable (and, let's face ft, somewhat surprising) 
success of Blue Byte's futuristic strategy epic, the German develop- 
ment team has taken the same formula and applied it to a detailed 
strategic reconstruction of The War To End Alf Wars. The new setting 
has meant a lot more work for the designers, who have had to feed 
in a tremendous amount of technical and historical research data - rel- 
ative size of forces, 
when equipment 
became available 
etc. The result, it is 
hoped, will be a 
Strategy Game To 
End All Strategy 
Games, and one that 
should be particular- 
ly welcomed by 
hard-core war game 
purists. 

The main thrust 
of the game is 
played out on the 
split-screen hexagon 
board that all Battle 

Isle fans have come to know <snd \av&, while individual battles are 
played out in swish graphical Interludes which, we're told, use the 
same advanced 3D sprite-scaling techniques used by the likes of Wing 
Commander, Air r land and sea forces (over fifty types of vehicle and 
armoured unit) are all the player's disposal with varying terrain and 
weather conditions doing their bit to hamper each side's progress. 

The ten-man Blue Byte team has been working on Hi storyline for 
the last year and, we must admit, it's very sporting of the Germans 
to go to all this effort to reconstruct a war that they eventually lost. 
Perhaps the series should be taken to its logical conclusion with a 
football simulation called Historyline 1966, Now that WOULD be 
worth waiting for.. 
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10 X 3i5^ DSDD +FFF-. ++^4*50 

8.50 
16.00 

30r(K) 


2(1 X3i"DSDD.. 
50 X 3.5" DSDD 
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Now Only 
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— 




A severely truncated Index intra this month, I'm afraid! So much good stuff to 
squeeze into the mag, you see, and something just had to give. At least there's 
still space enough for the usual Compo with the usual great software prize for the 
lucky reader plucked from the bag on the closing date of November 21st. And the quezzy 
is... How many games has Gremlin got in this month's Index? Write the answer down on a 
'postcard and send it Games Index Compo 7 at the usual address. Good luck! 
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THE VERDICT 


inn in lie me mi tm mil iwe mi uumi rum eh mic hiii iiei 
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mm null* men u'i m iRulnif iifilxiiciFfi hi! in inlErniu HiHllE 
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rilllEIHr III ill IIIKEKE. Il llll IN SllllE 111 SUN. 
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« in m a run ihii h im rc mi mi if nn ihrp me ii ie una n s in r 
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IEII INIII. IICirNNLES UlEl (ill llllE | III I llflial lltll'C llE'E EiiriEfirs || 
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wn ihi he liili laiaNiiii hie 'ie ihi hii m, rim? iiil m m 

nn, leiEsr pnmiiilii Ml h ciirec H lEniiiv mirM lie ink? pi im piiei. 11 
ieeis. i rni in it m iere li imsi H nil miMr HBlii if i m mr il M 
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lie iiiicm lueiee ir hi lien mule mil iim. mi mm ii n ii iinin 
mm iiniitiie rim iiiiiemii hi m aecen ireieeimee hi an ii in mini 
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una. EiRiiiii nil tt an tin man tanim ult mi leii miem rim lit 
ml ink e'-iiiei me MniMm. 
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